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A New Expansion with an Old Look 

Out of Print Cards Come Back in a New Set 


Or: (518) 237-4870 
Or Fax to: (518) 237-6245 

Or email to: orders@wizvax.com 
Or mail to: Adventures By Mail 

POB 436, Cohoes, NY 12047 

•« *+> ’• T ~ r ' - -,.r SlT -IP- 

To receive our free catalog, call 

(518) 237-5112 

In business since 1981 

We have more than 40,000 
single Magic cards in stock! 


In response to customer demand, Wizards of the Coast is reviving 
cards from the out-of-print Magic: The Gathering expansion sets. An 
assortment of Arabian Nights", Antiquities", Legends", and The Dark will 
make up the game's first unlimited expansion set called Chronicles". 

Chronicles* will be made up of common, uncommon & rare cards and 
will be sold in 12-card booster packs. 


• Open M-F 9am-7ptn* Sat 12-5 EST, 

• We accept checks and money orders plus Visa, Mastercard, 

American Express, and Discover cards. 

» We ship to anywhere in the world. 

• Free Airborne next day SDS shipping on certain orders. 

• We can often get your order out the same day if ordered by 1 
pm Eastern Time. 

• We have unopened out-of-print packs/ sets. Call or write for 
availability. We also buy collections. 

Chronicles. Arsbia. Nights, Antiquities, Legends, The Dsrk. Ice Age, Fallen Empires and Mapc: The Gathering m 

Panunouni. Pictures Inc. Illuminati New World Order IN W 0 is a trademark of Steve Jackson Garnes, Inc On e ge .> a . . h. j z irademark of TSR Inc Genetic Empires is a trademark of 
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Price List 

Magic: The Gathering™ Starter Decks.. $7.95 
Magic: The Gathering™ Booster Packs , $2.45 

Fallen Empires™ Booster Packs.$1.45 

Rage™ Starter Decks. $7.95 

Rage™ Booster Packs.SI 95 

Ice Age™ Starter Decks .... Call for Special Price 
Ice Age™ Booster Packs . .. Cali for special Price 
Chronicles™. Caii for Special Price 

We also carry all collectable trading card games- including. 
SimCitf Starters and Boosters. Spelitire" and Btoodwars" Starters and 
Boosters, Rage" Starters and Boosters, Ultimate Corner Starters and 
Boosters. Galactic Empires" Starters and Boosters, Wyvern" Starters and 
Boosters, Ooomtrooper Starters and Necropaks, On the Edge" Starters 
and Boosters, Illuminati New World Order Starters and Boosters, and 
Star Trek: the Next Generatiorf Customize die Card Game Starters and 

Boosters, Preorder today. 


To place an order, call 

1-800-2MAGIC6 













































ADVENTURE 


This is the Nine Pits, the Depths of Darkness! 


even more. Come then, and be ready to jNrove that your hero's wits are keener than the 
blade in the Fires of Dis! The new adventure for the Planes of Law ramnairm pvnan^Snn 


sE Cfi*: 


16.95: £7 99 U K * ISBN 0 7369-01 fX' -1 
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Declaration of Independence 

The staff of SHADIS is determined to keep 
this publication independent and bringing our 
readers the best coverage of the gaming industry 
available. 

Although the Alderac Entertainment 
Group, publishers of SHADIS, publishes game 
systems and supplements, SHADIS will not 
become a house organ. 

Our policy (written in stone) is that SHADIS 
will not review products produced by AEG and 
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unfair advantage over other companies. We hope 
this policy demonstrates our determination to 
keep SHADIS truly independent. □ 




























State - of - the _ Zine Address 

O k, I struggled with the leading header for 
this issue's editorial and that's what I came 
up with. I recalled that the President has a 
habit of getting up in front of the world every so 
often to tell us how good things are. It doesn't 
seem to matter if the world’s gone to pot and 
you" re trying to decide if you should take the job 
at Former Bobs Boasted Critters or the one at 
Happy Hussain's Soapy Garmash — chances 
are, the President will tell you everything is better 
than ever and he's to thank for it. If things are 
really bad, he might forgo trying to fool anyone 
and just blame it on his predecessor, (Either ploy 

can be useful in an election year.) 

So, it occurred to me that the editor of a mag¬ 
azine should be taken to task in the same manner. 
After all, he figuratively sits at the helm of the 
magazine from month to month and attempts to 
keep the whole thing going down the middle of 
the road without skinning up the tires on the curb 

or smashing into ongoing traffic. 

It s relatively easy to measure an editor’s suc¬ 
cess — if distribution is up, chances are he’s doing 
a good job. (Or more accurately, he didn't screw 
up things enough for anyone to be any wiser and 
he got away with it.) If distribution is down then 
something’s wrong and the editor could find him¬ 
self looking for another magazine to screw up, {It's 
a sad irony of the publishing business that bad edi¬ 
tors never die — they just move on to other maga¬ 
zines). 

Well, 1 suppose by this point, it might be obvi¬ 
ous that I’m rambling and avoiding the subject at 
hand. It’s an easy matter to defend my actions — 1 

simply direct you to the subheading of the editorial 
page (the pari about the 'madman 1 ). 

The truth is* I get a lot of mail from fans and 
well-wishers who sincerely want to know how 


Cries 

the Attic ‘ 



Editorial of a Madman 


SHAD IS is faring. They’ve seen far too many 
magazines in this hobby burst onto the scene only 
to lock into a death spiral they can never pull out 
of. So the big question is: is SHADIS really doing 
as well as it appears? 

The answer is Yes — er* No! Actually the 
answer is both yes and no. Is SHADIS raking in 
hundreds of thousands of dollars and poised to 
deliver the death blow to the competition — No. 
(Besides, that would be extremely rude, wouldn't 

it?) 

SHADIS has been consistently growing in 
leaps and bounds since August of 1993. When 
distribution began to approach a pretty solid 
10*000, we thought perhaps we’d hit the prover¬ 
bial ceiling that most gaming magazines hit. 

We held our breath throughout 1994 as distri¬ 
bution levels approached 15,000* then 20*000 
and onward toward the 50*000 mark. It occurred 
to me as l was writing this editorial that we should 
be extremely pleased with ourselves and dancing 
in the hallway {if we had a hallway that is) — but 
it’s very frightening experience. (Sort of like being 


shot from a cannon and wondering how you are 

going to get back down). 

By the end of 94 things were going so well with 

the magazine and so many readers were screaming 
for more — that we decided to go monthly with the 
addition of SHADIS PRESENTS. Our little sister 
publication debuted last month (Issue 17.5) and if 
nothing else, proved once and for all that we could 
meet a monthly schedule. It also confirmed what we 
had instinctively believed — that SHADIS readers 
have a voracious appetite and wanted more. Sales 
on 17,5 were so brisk that the 'great experiment’ 
has become a regular addition to our publishing 
line-up. 

So yes, SHADIS is faring well and the future 
looks bright. We will continue to refine and polish 
the formula that makes up each issue of SHADIS 
in the coming year. Once again* as I’ve asked so 
many times before, I urge you to pick up pen and 
paper and tell us what you like and dislike about 

SHADIS. 

Jolly R, Blackburn 
February 26, 1995 
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J 0 New Boxes Color Coded, Red, Black, Blue, Green and White for Easy Organization . 

Check Your Local Game Store or Call Your Distributor for Information. 

Limited Print Run on Each Box. 



White Knight - DD005 


© Steve Venters 



Pegasus - CC004 

© Susan Von Comp 



Great Wyrm CC003 

© William O'Connor 



Demon Night DDOG7 

© Jesper Myrfors 


Duelmaster Size Holds up to 100 Cards. 
Card Crypt Holds up to 1000. 



Passage of Time CC006 

© Jeff Menges 


Card Crypt and Duelmaster Deck Box are Trademarks of AEG, 4045 Guasti #212, Ontario, CA 91761 909 * 390-5444 
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Our Readers Talk Back 


Greetings Dear Headers, 

Due to space considerations, 
some letters haoe been edited. 

The mail just doesn’t seem to 
stop. Oh dear. We read each and 
euery letter, so even If It Isn't print¬ 
ed, your comments are loelcome and 
your suggestions and constructive 
criticisms are fhought/ui/y consid¬ 
ered So keep the letters coming. 
Remember SHADJS is an interactive 
magazine - we want you, the reader, 
to be inuoiued 

Gameu^auer 

Dear SHADIS 

I'm a recent SHADIS subscriber 
(just started this summer), and I first 
want to tell you that I’ve been very 
pleased with the magazine so far. 
My personal favorites were the article 
on The X-Flles, and the recent fea¬ 
tured review of a game system that 
I’ve grown to like, FUDGE. 

In a sidebar to the article, you 
asked readers to send you our com¬ 
ments on whether we thought you 
should use FUDGE as the format for 
the generic rules and descriptions 
(like The Good, The Bad and The 
Ugly), and I wanted to drop you an 
email with a resounding YES! 

FUDGE is a very elegant system, 
and 1 think its biggest strength lies in 
the fact that it is word based rather 
than numbers based, but has a very 
simple and easy conversion between 
the words and most numeric systems 
defined (Le. it has a conversion sug¬ 
gestion list for both 3-18 and per¬ 
centile systems), 

I also think that FUDGE termi¬ 
nology will be easy to grasp even for 
those who do not have it, Also, those 
who are familiar with FUDGE can 
either use it as a conversion system 
into their system of preference, or 
they can use the system itself. 


So, thanks for a great magazine, 
thanks for keeping it independant 
and for the most part "generic", and 
please do pursue the use of FUDGE 
for your generic articles in the future. 
Thanks, 

Tim Isakson 
Alcatel Network Systems 
l received dozens of letters like 
yours, Tim. Apparently t those who 
hove taken the time to download 
FUDGE from the Internet and 
giuen It a read-ouer share your 
enthusiasm for the game. 

/ was also surprised, at the 
amount of industry insiders (Le. 
game designers) who came forward 
with fetters of encouragement to 
adopt FUDGE as our rn-house sys¬ 
tem for presenting generic materi¬ 
al. 

Even more surprising, not one 
negative letter or comment has 
been received to date, concerning 
FUDGE. We are holding off for 
one more issue before making our 
decision, but so far it looks unami- 
mous. 



Dear SHADIS, 

I’ve been a satisfied reader of 
your fine publication since issue #7 
and I've found plenty of material in 
every issue to keep me happy, but 
#17 was your best ever, I read just 
about everything and it was all good 
stuff. 

My favorites were: the awesome 
cover art, which in my opinion is 
one of the best covers I’ve seen on 
any gaming magazine; the history of 
role-playing article, which taught me 
that I didn’t know about the early 
days like 1 thought I did; the Magic 
board game; and the review of 
ARIA; Canticle of the Monomyth, 
which 1 promptly went out and 
bought. Keep up the great work’ I'm 


anxious to see what you can puli out 
of your hat next issue. Oh hell! 1 just 
wronte an atta boy article, Yuck! 
Argh! 

Frank Merenda 
Huntington Beach, CA 

Dear Shadis, 

Thanks for the plug for CAR- 
PGa’s Newsletter in Other Rags. 
However, the address is totally 
wrong! At one time it was 111 E. 
5th (not HE, 5th), but that was 
over a year ago, the address now is 
1127 Cedar, the rest of it being the 
same. Also, ’ Game organization 
newsletter" sound too much like a 
local dub. CAR-PGa is an interna¬ 
tional game research and advocacy 
network, so shorten it to whatever 
will fit. 

According to the information 
gathered by CAR-PGa the following 
periodicals have ceased publication: 
Ad Inmitum, Black Hole, Hexagone, 
Hit Points, and Last Province; at 
least that’s what the post office 
keeps telling us. 

The history of RPds looks good 
and is much needed. I have some¬ 
thing to add from my own experi¬ 
ence. 

In 1956, l was working at the 
Lakewood YMCA in Dallas as a 
summer job while in college. At that 
time, I saw a home-built gladiator 
combat game which had many of 
the features of modern RPGs: indi¬ 
vidual characteristics, learning by 
experience, a D20 hit location sys¬ 
tem as well as D6 damage. It also 
had multiple species. 

Victor Raymond is quite right in 
the evolutionary approach on his 
history, RPG did not emerge fully- 
armed from the brow of any single 
person. Still, just on the off-beat 
chance that the creators of this early 
gladiator game are still gaming and 


reading SHADIS, or some reader 
knows of this game, I would like ot 
get in touch with them for more 
information and see the creators of 
this game get their rightful place in 
RPG history. 

I remember it particularly well 
because it was the first time I d every 
seen a polyhedron die, but I can't 
remember if whether they numbered 
an icosahedron or if it came with 
numbers. 

Many have disputed the fact that 
such polyhedra were on the market 
back then. For bonafides, tell me 
what the arena was made of, the 
tiger's name, or the temporary loca¬ 
tion of the Y at that time, and we 
will work from there. 

Of course, if anyone knows of 
other pre-TSR RPGs, I would love to 
hear the details. 

Paul Caldwell, Jr. 

CAR-PGa 

Well, we Ye putting your fetter 
before 40,000+ readers Paul. 
Hopefully t someone out there can 
provide further details. 

Vd be very interested in see a 
copy of the rules . 

JRB 

Dear Masters of SHADIS, 

GEEEEZZZ! Where the hell did 
this magazine come from? Heaven 
probably, SHADIS is one of the best 
magazines out there. At first I 
thought it was just another two-bit, 
cheap, boring magazine, 

I saw #16 laying on the shelf at 
my local convenience store and 
noticed it came with a free Dark 
Magic Card. 

At first glance I figured it was an 
expensive Dark card with a cheezy 
magazine attached. I figured, "What 
the hell? 11 and bought it. 

When I got home, I check the 
card which turned out to be a Savaen 
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Mail Bag 


Elves, and began to read the maga¬ 
zine. 

] was blown away!! 

You guys actually have ARTI¬ 
CLES!! Good ones too! The charts 
and tables are just some of the great 
things about this magazine. I loved 
Ridiculous Manor! 

The same day I talked my parents 
in to buying me a subscription as a 
Christmas present. 1II look forward 
to every issue and I'll never stop sub¬ 
scribing as long as I live! 

Thanks again for making such a 
great magazine! 

Your newest and best fan. 

Mat Warner 
Wakefield, Rl 

Dear SHADIS, 

I just bought SHADIS #15 and 
enjoyed it very much. I bought three 
copies at different stores to get the 
free Legends cards. I ended up with a 
Syphon Soul, and two Lady Orcas 
(one of which was signed by the 
artist). 

I was curious, has anyone else 
reported finding signed cards in their 
issues? 


Kevin Sharp 
Warren MI 

Actually, Kevin, we inserted 
over 100 signed Legends cards in 
Issue 15 along with nearly 20,000 
unsigned cards . Congratulations 
on stumbling upon one of the 
signed cards . 

JRB 

Dear SHADIS, 

I purchased issue #17 and was 
very impressed with its high quality. 
Your magazine has been getting 
strong attention here in Japan , as 
I'm sure is the case in other coun¬ 
tries. 

I want to subscribe to your maga¬ 
zine but I could not find the foreign 
rate. I’m sure there are many others, 
like myself, who are potential sub¬ 
scribers outside the USA, 

Fumio Hoshino 
Kanagawa-Ku* Yokohama 

Thanks /or your tetter Fumio. 
We've been amazed at the support 
we’ue been getting from abroad. 

We do indeed have an interna- 
Nona/ subscript ion rate . if is posted 


every issue onthe contents page - 
albeit, in very small print. f$50.00 
for Overseas subscriptions). 

Your letter did bring up a good 
point. / just noticed our business 
reply subscription card makes no 
mention of the overseas rate. We 
will correct that oversight immedh 
ately 

JRB 

To the Editor, 

I could not help noticing that Vic¬ 
tor Raymond left out one glaring 
omission in his otherwise excellent 
article on the origins of RPGs, 

Robert Louis Stevenson also played 
war games with toy soldiers, devising 
a system far more "realistic” than H. 
G, Wells, His writings appeared in 
Scribner's Magazine in 1898, and 
included his writings of his "role play 
character,” a war correspondent. 

1 also wanted to write and let you 
know how much I enjoy SHADIS, It 
is unusual for me to read a fantasy 
RPG magazine; yours is the excep¬ 
tion. As a historical minatures gamer 
(and a frequent contributor for His¬ 
torical Gamer Magazine), I don’t 


spend much time on the fantasy end 
of the hoibby, but I do play WRG’s 
Hordes of the Things, an excel¬ 
lent fast-play set of fantasy battle 
rules. Like FUDGE, it allows for a 
great deal of flexibility and is very 
easy to learn. If you h re interested in 
an article on this subject, please let 
me know; Yd be happy to put one 
together for SHADIS. 

David Smith 
Fort Bragg, California 
Thanks for the information T 
David , As you may have noticed, 
part two of the History of RPGs 
has been pushed back an Issue. It il 
be a long soon. Meanwhile, enjoy 
this issue s special slant on cities. 

We are always accepting arti¬ 
cles! If any of you have something 
that you think SHADIS might like, 
we encourage you to send it in (our 
address is in the masthead). Send 
us an SASE (with the new and 
improved postage) for our Writers 
and Artists Guidelines. 

Gameweaver 
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(The Weapons (Emporium 


Undent, jHehtebal, Sc Renaissance Weapons Sc Urtnour 


ilox 992, Bettfeon, ®3£ 75021 


Send PS 31.00 tat your copy of tljis catalog of liar Si to Bab reproduction tu capons 


and armour. Me offer a full line of Hems from 'Hattie-Heady sfoords, axes and 


daggers to decoratftie and “practice” quality (weapons, ©ur ptjilosopljy is simple: 


Me treat you tlje ioay foe foant to be treated. lEIjat means foe don’t bleed you fotth 


outrageous stripping charges. Me don't expect etiertr one of unit to foant or need a 


museum sfoord. Jftyen foe sell you a sfoord foitlj a sfjeatlj, foe don’t charge extra 


for tlje stjeatli. Aren’t battle-ready sfoords supposed to come foittf one of those? 


Me offer a broad range of (weapons for fofjatetoer purpose you Ijabe. JSfo, tahe a 


minute to brofose ttfnwgfj our Emporium, and let your imagination lead you 


fd a hour Id of nobility and marvelous splendour 
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The World of Espionage According to Carl Larson 


By Dave Dollar © 1994 * Illustrated by James Kovalic © 1994 


Spies Fly Coach 

P ost-it notes are the operative's best 
friend. Spies, just like air traffic 
controllers, are plagued by forget¬ 
fulness. Recently, I was cleansing my 
refrigerator of over a year's accumulation 
of post-it sediment (with a putty knife) and 
found several interesting post-its. ‘Get 
Milk/' said one. Others said things like, 

‘ u Water plants/' “Buy beer/ 1 and "Did you 
forget your pants?" 

Finally, I uncovered one that had been 
concealed under a piece of three-month- 
old toast. It read, “Defuse Bomb.” It's 
been so long since I wrote that one that I 
can't quite remember what it was for, or 
even how that particular piece of toast 
came to be in the laundry room, but Tm 
certain it was pretty important at the 
time. Maybe it had something to do with 
that big fire in the Secretary of State 1 s 
office last May, Maybe I’d better not men¬ 
tion it to anyone. 

It’s not my fault, really, I mean, anyone 
could’ve forgotten that. Spies forget things 
too. One thing I never forget, however, is 
my body armor. Yes, I may stagger sleepi¬ 
ly out of my apartment, briefcase in hand, 
wearing my bathrobe and a thick beard of 
shaving cream, but you’d better bet that 
there’s a full set of boron underneath. 

Shopping for body armor always 
reminds me of those TV mail-order ads. 
The guys down at the surplus store are 
always coming up with new and exciting 
bullet-proof materials that are, Thinner 
than bathroom tissue and yet still stops a 
rampaging bull moose— like this!’ And if I 
order today I get a free bowl of soup! Of 
course, the impact of a bullet is still fero¬ 
cious, and tissue-thin boron long-johns 
don't help much when you’re vomiting 
your intestines up into your brain. At least 
you don’t mess up the carpet. 

Seriously though, did you ever notice 
that James Bond is continuously being 
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(ieal Spies- 

given things like, "The amazing-harmoni- 
ca-aqualung,” or "The wristwatch-that- 
telIs-time-in-36-cities-and-stiU-cuts- 
t hr o ugh -f our- i nch - th i c k-battleshi p-pla t e~ 
tike this! 1 " Never once has this guy ever 
even thought about body armor! Frankly , 

I can't believe he’s still alive. 

In spy movies you always see the hero 
driving a car that costs enough to feed the 
starving masses of the world and wearing 
suits that, if he decided to pawn them, 
would buy him a very nice, second-hand 
space shuttle. I estimate that Bond spends 
approximately $700,000 equipping his 
car with various machine guns, lasers, 
rotating license plates, villain-seeking mis¬ 
siles and full wet bar. Somehow, he man¬ 
ages to find a use for every one of these 
gimmicks before the two-hour epic has 
run its course. 

In my personal experience, the handi¬ 
est gadget in my Volkswagen bug is the 
little magnetic key holder under the back 
bumper (only $1.49 at K-mart). It is 
unbearably embarrassing to be fleeing 
from a crack terrorist hit team, only to 
discover that you’ve locked your keys in 
your car. Spies are often too busy worry¬ 
ing about important things, such as where 
the best drink specials are on Thursday 
night, to be 100% certain that they have 
their car keys on them at all times. For¬ 
getfulness. 

Take grenades, for example. 1 hate 
grenades. I think I was ruined on hand 
grenades when I was involved in a gruel¬ 
ing high-speed chase (quite an accomplish¬ 
ment in a bug). In a moment of sheer bril¬ 
liance, I happened to remember that 1 had 
this old grenade hanging from the rear¬ 
view mirror where most people keep their 
fuzzy dice. I pulled the pin, tossed the trig¬ 
ger handle into the back seat and lobbed 
the explosive neatly out the window. 

Had I remembered to roll down the 
window I would not have spent four hours 
in my insurance agent’s office trying to 
convince him that my car had been 
destroyed by a low-flying flock of migrat¬ 
ing stinger missiles. When it comes to for¬ 
getfulness, grenades are very unforgiving. 

Why spend obscene amounts of 
money on a solid gold sports car that 
goes faster than most commercial airlines 
when you know that its going to be shot, 
blown up, or impounded before you make 
the first payment? You think I'm made of 
money? No. 


Real spies are not made of money. 
Once I was actually so broke that I had to 
get from Washington to Paris by packing 
myself in a crate (not without plenty of 
beer and munchies) and mailing myself 
Federal Express to my girlfriend’s apart¬ 
ment. If you plan to try this yourself, be 
sure to get the zip code right. Paris is a 
long way when you have to detour 
through Pakistan. 

For real spies, some missions don’t 
pay too much. After taxes, hospital bills, 
damages and speeding tickets, my last 
bonus check came out to $6,47. The 
original amount on the check was 

$55,000, Actually, I think it was the dam¬ 
ages that killed me. All I got away with 
was $6.47, a postcard of the Hffel Tower 
and a stem reprimand from my director 
about the indiscriminate use of a flame¬ 
thrower in the Louvre. N.AT.O, would 

have picked up the damages but I was 
supposed to have been on vacation. 

If you’re interested, in Paris, $6.47 will 
buy four packs of cigarettes. Most spies 
are rabid nicotine addicts-—a result of the 
tremendous stress generated by having to 
forge all the proper paperwork to cover 
the disappearance of your director’s new 
Mercedes. Not that I advocate smoking or 
anything, its deadly, but if your predicted 
life expectancy is only eight months— 
what the heck? 

All the 'no smoking’ signs in the State 
Department now have bullet-proof Plexi¬ 
glas over them to keep them legible. I’ve 
seen operatives, stuck waiting in line at 
the Federal Express counter (beer and 


munchies in hand) get into fist fights over 
who got to lick the clerks ashtray clean. 
Lacking money to buy cigarettes, IVe seen 
Bob fishing the half-smoked butts out of 
the ashtrays at the Department of Defense 
(though he would never admit to this). 

Still, though my girlfriend would never 
believe me, I would sooner go an hour 
without a cigarette than an hour without 
my body armor. Cigarettes take months, 
maybe years to kill you. Going out in 
Paris without my body armor would land 
me face-down in the Seine in a day—less 
if I was actually working. 

Which brings me to the subject of 
Teflon-coated bullets. These sadistic 
rounds were obviously invented by some 
pasty-faced geek technician at some 
munitions company who has never had 
the displeasure of being shot (yet). In 
addition to leaving a nice, clean, no-stick 
wound, these obnoxious little slugs go 
right through vests and leggings rated as, 
“Effective Against as Many as Four Bull 
Moose.” If I want to inflict a nice, clean, 
no-stick wound on someone, I usually 
spray my ammo with a generous helping 
of Pam cooking spray. This, unfortunate¬ 
ly, does not help a bullet penetrate more 
than the twelve Care Bears (or fourteen 
Cabbage Patch kids) that a normal, unlu¬ 
bricated round would go through. 

The boys at the firing range never 
complain about cleaning up the burnt 
stuffing or scattered plastic eyeballs, but 
Bob thinks its very unprofessional. 

Next time..Trench Food and Micronauts . 
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01C SO WHAT YOU ARE ASKING |S |F YOUR 
E CHARACTER SURVIVES A POINT WANK BLAST OF 
£ FIRE BREATH IN THE FACE WHICH CAUSES HIM TO 
U STUMBLE BACKWARDS OFF A 300 FOOT CLIFF 
“ LANDING IN A POOL OF WOLTftl LAVA?? 
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Henley’s 


A Traveller’s Guide to a Popular Tavern 


Lambert 


1995, Illustrated by George Vrbanic © 1994 


W ith a license dating back nearly 

300 years, to the time of the 
first Pendarien Emperors, Hen¬ 
ley's is the oldest and most renowned of 
the taverns of Altimer's Cross , It is locat¬ 
ed in the prestigious Old Quarry section f 
a pleasant walk south from Market 
Square . Hen ley’s can also be reached aia 


numerous teleportation portals scattered 
throughout every portion of the city. 

Although it retains many of its origi¬ 
nal features, Henley's has undergone 
major changes throughout the centuries. 

The current owner, Muaramen, a dis¬ 
tant relation of the original Henley , has 
vowed to maintain the atmosphere of 


cqsuqI comfort that has always been the Z ;« 

halfmarJc of the tavern, while using the * < 

latest magical techniques to accommo- 
date the always increasing number of 
new patrons . 

The dishes and drinks are first rate, 
but entertainment is still the major 
attraction at Henley's: Whether it is the 
elaborate illusions in the Common 
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Room, the nightly magical baffles (non- 
lethal t of course), or the raucous diver¬ 
sions of the Wild Side , no one leaves 
Henley's unsatisfied. For theatrics t pre¬ 
sentation and companionship the tavern 
has no equal and it presents the city's 
best qualities to all newcomers who are 
directed there . 

Additions: The purchase of the neigh¬ 
boring Welldigger’s Union Hall, and the 
renovation of a dozen bedrooms on the 
side, glues Henley’s a total of 28 high- 
quality guest rooms, Spotlessly clean and 
fas£e/u/!y decorated, these rooms are the 
riuaf of any of the finest inns in the city. 

Source: Eberheart's 
“Best Taverns of Altimer’s Cross” 

* 

M ugs rattling and thumping on wooden 
tables, clandestine meetings held in 
smoky comers, good-natured joking at the 
bar - the sights and sounds of a city tavern 
are well-known to experienced and novice 
role-players alike. Once the loot is sold, 
equipment fixed and party members 
healed, the tavern is the most likely spot 
for characters to spend down-time between 
adventures. There are rooms to rent for a 
night or a week’s stay, a bartender or wait¬ 
ress to fill them in with news of the city, 
and any number of new people to meet in 
the common room. Urban adventures pro¬ 
vide the information and setting that give a 
campaign depth, and the tavern is an 
essential part of the action. 

Details create depth in a fantasy cam¬ 
paign, and depth leads to greater realism. 
Just as a storyteller would not describe 
each scene the same way, every tavern the 
players enter shouldn’t be the same. A 

stereotypical fantasy tavern with flirtatious 
barmaids, a talkative bartender and rude 
patrons is fine for brief visits to a new city 
in between adventures, but players should 
have the option of frequenting unique, 
detailed taverns to offset this lack of origi¬ 
nality, In the city they’ve chosen as their 
base of operations, this type of detail is 
essential for any tavern they will visit with 
regularity. The motives and personalities of 
the staff and the patrons are necessary for 
creating realistic role-playing situations, and 
the physical setting must be known so 
descriptions are detailed and consistent. 
With this type of preparation, players will 
enjoy visiting the tavern again and again, 
making friends, establishing reputations, 

14 ---- 


and, occasionally, rubbing elbows with the 
movers and shakers of a major fantasy city. 

Henley’s is this type of tavern. From the 
menu with foods unique to a fantasy set¬ 
ting, to its well-trained staff and diverse 
clientele, it's a unique setting that the party 
can always return to between adventures. 
The types of food, service and social con¬ 
tact that are available can accomodate the 

needs of different types of role-players, 
from the competitive, loud fun of the Wild 
Side, to the business and social interaction 
of the Common Room. This enables the 
players to accomplish a number of different 


objectives in one area, which means the 
DM can keep the urban adventure localized 
and concentrate on developing plot lines in 
and around the tavern. 

There’s enough detail on Henley’s to 
add a number of different sub-plots to an 
ongoing campaign , , . but there’s no need 
to rush. Develop the tavern and the non- 
player characters whose lives revolve 

around it slowly, introducing it piece by 
piece to the players over the course of a 
number of different adventures. Once the 
possibilities for role-playing have been 
exhausted, it becomes as lifeless as any 
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Henley's 


other tavern, and of little value in getting 
the player's interest. 

Places 

General Appearance. From the out¬ 
side, Henley’s appears to be a relatively 
unremarkable stone building, with large, 
shuttered windows and solid oak doors. It is 
two stories high, with a red slate roof and 
large gardens on either side. These gardens 
separate the tavern from nearby buildings, 
and a slow-moving canal forms its rear 
boundary. The name of the tavern is 
engraved on the front door, but the only 
other adornment is a small blue flag hang¬ 
ing from a second story window that indi¬ 
cates the tavern was not occupied during 
the Doppleganger Wars. Scorch marks 
from a battle during the war are clearly visi¬ 
ble on the front portion of the building. 

The ordinary exterior of the tavern 
hides many of the special properties that 
have been added over the years by differ¬ 
ent owners. The buildings, garden and 
nearby area are enchanted to detect ethe¬ 
real, astral, or invisible creatures — any 
intrusion sets of an alarm in Lantenach’s 
office. The building itself is warded by pow¬ 
erful magics that make it nearly impervious 
to physical damage — even the windows 
can’t be broken. Finally, magical silence 
spells around the windows and doors keep 
the sounds of the tavern from spilling out 
of the building, and newcomers may be 
startled by the transition from the street to 
the interior. 

The Common Room. Three doors (a, 
b, and c) lead to Henley’s large common 
room, which is nearly always filled from 
early evening until closing time just after 
midnight. The paneled wails, heavy beams 
and well-worn wooden floors attest to the 
age of the tavern, and the large, flagstoned 
fireplace is blackened from centuries of 
use. Tables are a uniform polished dark- 
wood, magically enchanted to absorb any 
spilled liquid; most are big enough to seat 
four or five people, except for the table 
used by the Gang of Eight (see below). 

The walls of the common room are cov¬ 
ered with layers of bric-a-brac accumulated 
over the course of three centuries. 
Enchanted drinking mugs hang on hooks 
beside sculpted pieces of scrimshaw, and 
broken swords share space with pieces of 
clothes reputed to have been worn by one 
hero or another. Not even Muaramen is 
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Henley's 


aware of everything that passers-by have 
left in the tavern, and the collection is 
added to almost nightly. 

The bar is the most recent addition to 
Henley's, A gift from the aquatic elves of 
Rimal Sea, it was exquisitely hand-crafted 
from greenish-white coral, and is worth a 
small fortune. The upper surface is flat, but 
the base is formed by innumerable small 
sculptures; they are magically protected 
from damage, and, rumor has it, some of 
the sculptures have disappeared over time, 
replaced by entirely new ones. 

On a busy night, the Common Room 
can hold between 50 to. 70 people. Clien¬ 
tele is mixed, and no race is given prefer¬ 
ence over another. Muaramen has been 
criticized for serving members of supposed¬ 
ly “evil" races, but as long as each individ¬ 
ual behaves himself and respects the rights 
of the staff and other patrons, Muaramen 
sees no reason to deny them entry. Any¬ 
one wanting to create a scene is quickly 
advised to take their business elsewhere. 

The food and drink are first-rate, and 
reasonably priced. The normal clientele 
includes small businessmen, sages, priests 
and mages of minor repute, and assorted 
newcomers from out of town. Most are 
usually proficient in their particular sphere 
of influence, but not arrogantly so. Players 
will have to head below to the Wild Side to 
find truly offensive people. 

One of the main attractions of the Com¬ 
mon Room are the nightly illusions provid¬ 
ed by Muaramen. At times, patrons have 
eaten dinner while seeming to float above 
the palaces of Olympus, while others have 
sat in on the doomed assault on the 
Demonlord Adrasta’s fortress. The subject 
matter of these illusions constantly varies, 
and the times are never announced. 
Muaramen has also been known to use 
ESP to determine the exploits of newcom¬ 
ers, and then use illusions to show the 
crowd their best moments. More than one 
reputation has been started this way. 

Guest Rooms. Henley’s has twenty- 
eight guest rooms, ranging from a large, 
private suite on the first floor to a common 
sleeping room on the second floor that 
holds twelve people in six bunks. All are 
well-furnished and offer free room service, 
but the nightly cost is relatively expensive. 
There is a room on the first floor that 
allows guests to levitate to the Wild Side 
without going through the garden. 


(Author 1 s note: Only the rooms on the first 
floor are shown. The second floor can be 
designed as individual DMs see fit,) 

Kitchen. Pop s kitchen is a chaotic 
mess of waitresses, cooks and busboys 
rushing in and out with trays and dishes. 
Pop's presides over it all, shouting above 
the raucous din, wielding his ever present 
iron ladle to emphasize his instructions. He 
likes to keep the room hot, to discourage 
loiterers, 

Lantenach’s Office* Lantenach s 
office is right off the common room, and is 
used as the security room during business 
hours. There are permanent wizard eyes in 
all common areas which allow him to keep 
track of any potential problems, and he 
can instantly contact any of the Akoran 
brothers. There is a teleportation room to 
the right of his office that connects to por¬ 
tals throughout the city. Special friends of 
Muaramen's and other important guests 
use it to get to Henley's, and it always 
guarded by one of the Akoran brothers. 

The Wild Side* in stark contrast to the 
reserved, good-natured fun of the first 
floor, the Wild Side is loud, boisterous and 
irreverent. Built by Muaramen underneath 
Henley's main building, the Wild Side was 
designed to handle the increasing flow of 
non-city residents who pay top price for 
guest rooms but who want a less restricted 
way to blow off steam. Gamblers are wel¬ 
come, and a large number of local rogues 
make the Wild Side their nightly meeting 
place. Warriors and earthy priests used to 
life on the frontier will be right at home in 

the Wild Side. 

The Wild Side can be entered via a nar¬ 
row stairway on the canal side of Henley's 
or the levitation chamber located near the 
wine cellar. The two main rooms have low 
ceilings with exposed oak beams, and there 
is a long, oak bar against the back wall. 
There are three gaming tables and a dart 
board in the main room, but most of the 
floor space is taken up by different sized 
tables, all of which are antiques with some 
historical importance to the city. They are 
magically protected from damage. 

The secondary room has a few tables, 
but most of the floor space is taken up by 
the Pit. The Pit is legendary throughout 
Altimer’s Cross. It is a magical arena where 
customers can duel each other with 
weapons or spells, or do battle with one of 
Muaramen s magical creations. The duels 


are teeth-rattling, floor-smashing, head- 
knocking affairs, but the best part is that 
none of the damage is permanent. Losers 
may be weakened when they exit the Pit, 
and many have woken up the next day 
with nasty headaches, but its a small price 
to pay for wrestling a dragon with your 
bare hands, or proving once and for all 
who is the most powerful warrior in a 
party. All duets have to be registered with 
one of the Akoran brothers, and wagers 
can be placed beforehand. 

The Wild Side is administered by the 
dwarf Morinskell, whose omnipresent, 
scowling face is a constant reminder to 
patrons that things won’t be getting to out 
of hand. His office is right next to the gam¬ 
ing tables, but he is often out supervising 
contests in the Pit 

There is a large conference room 
behind a secret door along the back hall¬ 
way. Muaramen holds staff meetings here, 
and often rents it out to friends who wish 
to meet in private. It is magically protected 
from all scrying attempts. 

People: Staff 

Akoran brothers: In-house protection 
for Henley’s is provided by the Akoran 
brothers, six minotaurs of steadfast loyalty 
and uncompromising attitudes. Four are on 
duty at all times, with at least one stationed 
near the guest quarters and teleportation 
area. They wear dark crimson cloaks when 
making their way through the tavern, and 
communicate via limited rings of telepathy 
which have a range of 1G0 1 feet. They 
have no sense of humor, and will forcefully 
escort all trouble-makers from the tavern at 
the first sign of a problem. All are formida¬ 
ble warriors, but they carry no weapons. 

Badlands Bill: Badlands Bill is part 
busboy, part bellhop and part stablehand. 
He is human, in his mid-teens, and has a 
dream of one day becoming a famous war¬ 
rior. He also knows the names, occupation 
and personal habits of most of the regulars. 
With contacts throughout the city, Bad¬ 
lands Bill knows all the current rumors and 
news of the city. He lives in one of the 
guest rooms, and can be found on the 
premises at nearly any time of day. 

Lantenach: Lantenach, a childhood 
friend of Muaramen s, performs a number 
of different functions for the tavern. He is 
the accountant and purchasing agent for 
Henley’s, as well as the security chief. 
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Lantenach is tall and heavily muscled, and 
a master of unarmed combat. He is quiet 
and will only be seen in Henley’s when 
there is serious trouble. He occasionally 
does clandestine work for the government 
of the city, and often provides them with 
information on outsiders. 

Morinskell: Morinskell is the dwarf 
who runs the Wild Side. He smells bad, 
looks worse and has a mean streak. He 
used to be a famed dragon wrestler, but 
gave it up when it became boring. Wild 
Side regulars know not to cross him, and 
his word is law, Muaramen has given him 
free reign to administer the area as he sees 
fit. 

Muaramen: Muaramen is the middle- 
aged owner of Henley’s. He is short, thin 
and bald, with a grey beard and blue eyes. 
A powerful mage, Muaramen retired from 
active adventuring when he inherited the 
tavern from a distant cousin, and has creat¬ 
ed all the magical attractions of Henley’s. 
He often mingles with his guests in differ¬ 


ent guises, and is usually cheerful, talkative 
and always interested in news from outside 
the city. His friends include many of the 
city's most powerful business and political 
leaders, many of whom have direct access 
to the tavern. He is a member of the local 
chamber of commerce, and is a strong pro¬ 
ponent of the city’s well-being. 

Pops: Pops, a half-ore, is mean-spirit* 
ed, ill-tempered and prone to loud out¬ 
bursts. He is also the best cook in the city. 

Muaramen puts up with his tantrums, 
which can often be overheard by patrons, 
because he is the consummate professional 
in terms of preparing food. Pops supervis¬ 
es a staff of twelve, which includes all the 
cooks and bartenders. 

Waitresses: Henley's has seven full¬ 
time waitresses, all related to Muaramen. 
There are four daughters and three nieces, 
ranging in age from 18 to 26. All have 
similar features, being short and thin, with 
blond hair and cheerful dispositions. They 
are supervised by Muaramen's wife Hedda. 


, She occasionally stops the Akoran brothers 
from pummeling patrons who harass the 
girls, but only rarely. Giving the girls trou¬ 
ble is the fastest way to exit the tavern. 

People: Patrons 

Below are only a few of the patrons that 
players might encounter at Henley’s. DMs 
are encouraged to add their own unique set 
of characters to the tavern’s roster, to give 
the Henley’s of their campaign world a 
personal touch. 

Alana Wayfarer: Alana Wayfarer is a 
grumpy, irritable woman who usually takes 
a table by the kitchen. She is middle-aged, 
has a round face constantly adorned by a 
dour expression, and is not shy about 
pointing out the short-comings of anyone 
she meets. Alana is also a fabulous healer, 
and one of the earliest and most loyal of 
Muaramen’s companions. She is an itiner¬ 
ant priestess, attending to the needs of the 
farming settlements outside Altimer's 
Cross, but can often be found at the tav- 
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Henley's 


ern. She is famous for getting into insult 
contests with other guests, but more often 
then not they are friends by the end of the 
night, 

Andre and Horse Prinoor: Two of 

the most regular regulars are the brothers 
Andre and Horse Prinoor. Andre Prinoor is 
a skilled businessman, and works the bar for 
newcomers who may need help in the city. 

He is a smooth talker, and willing to 
offer nearly any legal service for the right 
price. His slow-witted brother is constantly 
at his side, his hulking presence a deterrent 
to any would-be thieves. 

Dwarves: A valuable vein of iron ore 
near Altimer’s Cross was ceded to a dwar¬ 
ven mining cartel in exchange for help in 
renovating the city s defenses, and many of 
the workers make the Wild Side their night¬ 
ly hang-out. 

A few are diviners, magically enchanted 
to glow in the presence of certain types of 
minerals or metals, and their ambient tight 
adds a certain festive atmosphere to their 
activities, which tend to be drinking con¬ 
tests of legendary proportions. 

Engas and Og: Engas and Og are two 
bumbling rogues who have a special rela¬ 
tionship with Morinskell — if they talk to 
him, he throws them out. To make up for 
this conversational lack, Engas and Og try 
to talk to anyone who will listen to them, 
particularly newcomers. 

They discuss everything from politics to 
fashion to adventuring, but are primarily 
interested in ventures that involve their 
receiving money for as little work as possi¬ 
ble. They can be overbearing and annoy¬ 
ing, but they do have valuable contacts with 
the shadier side of Altimer's Cross, 

Gang of Eight; The original Gang of 
Eight began their weekly meetings at Hen¬ 
ley's over one hundred years ago, and two 
of the original members, both elves, still 
belong to it. All eight are sages of various 
subjects, and all are stubborn debaters. Their 
scholarly discussions tend to get louder as 
the night progresses and mugs of Henley's 
Inferno pile up in front of them. 

They will often ask total strangers to set¬ 
tle their debates, and, on the rare occasions 
when they acknowledge an expert, an indi¬ 
vidual may be asked to join their discussions. 

Menu 

Unique touches give a campaign depth, 
and the menu on page 14 will give players 


plenty of opportunity to express the indi¬ 
vidual natures of the characters they are 
role-playing. 

Tough, hardy warriors won’t be able to 
resist the challenge of a Henley's Inferno, 
and no dwarf worthy of the name will be able 
to pass up a pint of Pit or Rockvale Grog. 

Characters can choose their personal 
favorites for dinner, and those who are espe¬ 
cially persuasive may, over time, convince 
Pops to create a special dish for them. 

Dishes and drinks marked with an * 
have special properties detailed below. To 
preserve the surprise of the player’s orders, 
waitresses will only describe the effects in 
general terms. 

Food 

The Doppleganger; Served in a 
crock, the doppleganger is a gray soup that 
does not appear very appetizing. The soup 
is magically altered, though, to suit the 
taste of each individual diner, and will 
always have the perfect flavor. 

Hordes of Gehenna; Legend has it 
that this stew, the ingredients of which 
have never been revealed, was served to 
Knights of the Silver Hand prior to their 
assault on the fortress of the Demonlord 
Adrasta. 

One survivor of the attack returned to 
the tavern, and gave testimony that it was 
the stew that gave him the strength to fight 
the battle; it has been a Henley's favorite 
ever since. 

Anyone eating the stew gains 1-6 hps for 
one hour (the special is available for take¬ 
out, but the effects are not cumulative.) The 
stew can only be eaten once a week. 

The Wayfarer: Specifically designed 
for travelers, this magically enhanced meal 
will enable diners to journey for two days 
without hunger. The meal itself has the 
consistency of beef jerky, and is dry and 

tasteless. 

Drinks 

Henley's Inferno: This house favorite 
has a fiery taste and comes served in a mug 
topped with an illusionary erupting vol¬ 
cano. Anyone who drinks must save 
against half their health score or fall uncon¬ 
scious for 2-8 minutes. Those who save 
gain a point of strength for one turn. The 
effects are not cumulative. 

The Green Tongue: This greenish, 
sweet tasting liqueur was created by Muara- 


men to accommodate the multi-racial char¬ 
acter of his clientele. Anyone who drinks 
one can speak and comprehend all lan¬ 
guages while on the premises. 

The Rainbow: A fruity blend of juice 
and wine, the Rainbow is a favorite with 
the younger crowd that frequents Henley's. 
Anyone drinking one can belch multi-col¬ 
ored bubbles for about a minute, which will 
slowly rise to the ceiling, 

Dwarven Ale: The three brands of 
Dwarven Aie available at Henley's (Head- 
knockers, Pit and Rockvale Grog) are all 
strong-tasting, dark amber ales. 

All are served in traditional Dwarven 
style, with a rock in the bottom of the mug 
that the drinker catches in his mouth and 
spits on the floor. Any non-dwarf who 
drinks a dwarven ale must save against 
their health score or become hopelessly ill. 
The roll is at -2 for each additional drink. 

Crivakh: Crivakh is a soothing mead 
that removes the effects of any of the 
unique foods or drinks served at Henley's. 

Rimal Coffee: A colorless coffee made 
from a plant that grows at the bottom of 
the Rimal Sea, Rimal coffee has a foul 
smell and bitter taste. It is also a powerful 
stimulant, and will enable the drinker to 
remain awake for an entire day without 
penalty. 

However, if more then one cup is con¬ 
sumed in a week, resistance to the stimu¬ 
lant increases and the coffee wilt never 
again have the same effect. 

Dark River Wine: This dark, nearly 
tasteless wine is produced by the dark elves 
of Tirac Nor, and its effects, magical in 
nature, are entirely unpredictable. Muara- 
men stocks the less potent variety, so the 
effects are not dangerous in any way. 

Some drinkers have been known to 
shapechange into an animal form that 
most represents their personality, while 
others have gained incredible resistance to 
magic for nearly a day. The effects are ran¬ 
dom, and rarely permanent. □ 
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Town Generator 


GAMI 

MASTER’S 

WORKSHOP 


A Simple, Generic Fantasy Gaming Aid 


Written by Neale Davidson 


"Okay,” the GM begins, “You’ve just 
slaughtered an Orersh horde and are on 
your may down the Southern Trails. * 

The players look up only mildly inter- 
ested, since they are still deciding on who 
gets the Orcslayer sword and Shield of 
Evershine. 

“Rounding the corner, you can clearly 
see several buildings of a small village, ” 

The players suddenly snap up. “Town? 
Cool, I want to go to the weapons shop 
and sell this Orcslayer, We won’t be need¬ 
ing that anymore. ” yells out one player. 

“I want to hit the bars. It's been a long 
time on the road,” adds another player, 
smiling. 

“Guys, its just a small town,” the GM 
points out r a bit flustered, “Maybe fifty 
people in it, tops . ” 

The players look at each other for a 
moment, 

7t s not going to have many shops and 
it doesn't have a bar, " the GM continues. 

“Well,” jumps in another player, 
“What does it have then? I want to hit 
someplace fun!" 

The GM sighs heavily. He really hadn't 
expected so much trouble over a small 
routine village, tie thought the players 
would take on supplies and simply move 
on. Players, as every seasoned GM knows , 
never do the expected. 

Town Generation 

mall towns exist everywhere. For 
every city found on a map, there 
are a dozen smaller communities 
waiting to be explored. Of course, the 
GM may not want to take the time out 
the develop every little town and may 
want to blister on through to more excit¬ 
ing things, designing adventures. 

Here is a small generation system that 
creates towns of various sizes and shops 
found within. Town generation is accom¬ 
plished in three steps. 

L Determine the size and population 
of the town. 


2. Determine what shops exist in the 
community, 

3, Tailor the town to fit the region it's 
in and to meet with the GM’s tastes. 

When done, the GM can quickly 
describe all those tiny hideaways and 
backwater towns the adventurers keeping 
stumbling across. 

Step 1; Population Size 

The GM determines the population of 
a new town by rolling 3d6 and comparing 
it with Table 1* The table provides a 
description of town's size, as well as a 
range for its population. 

Population results greater than allowed 
by the 3d6 roll are included for those 
GMs wanting to design larger cities from 
scratch. Keep in mind that in real life, few 
cities ever exceeded the status of Major 
City in medieval times, and only a handful 
even reached the Metropolis stage or 
beyond. A GM using this table to create a 
world should keep in mind that most large 
cities only had a few thousand people and 
those that were much larger were famous 
throughout the known world. 

Table 1: Population 

3d6 Roll ..Population Businesses 

3-7 ........... .Settlement. . . ... .3 

15-100 People 

8-10...Village _ _ .,.8 

101*300 People 

11-13 ....Community .. .12 

301-600 People 

14-15 Town ,_ .... _15 

601-1000 People 

16-17.City . . . .. .20 

1001-2500 People 

18 ... Trade City ............ .30 

2501-5000 People 

Assigned ....Major City . .*. .50 

5001-10,000 People 

Assigned ....Metropolis .. ,75 

10,000 - 25,000 People 

Assigned ....Megalopolis , . . .. .100 

25,000 - 50,000 People 

Assigned ....City State . . .250 

50,000+ People 


Table 2: Businesses 

Every town needs trade and commerce 
to survive. Once you've determined the 
town’s population, the same result indi¬ 
cated how many businesses were located 
in the town. 

Now, roll 4d6 once for each business 
and record the results. 


Table 2: Businesses 

Roll 4d6 Business Type 

4...... .Mail Point 

5 . *. .Prison 

6 .... .. .Moneylender 

7 . Iron Forge 

8 . . .Peace Force 

9 . .Stable 

10 . .Docks 

11 ... .Farm 

12 . . .Mine 

13 , .... .General Store 

14 ... . ... Inn 

15-16 .. .Bar 

17 . Market 

18 . .. Restaurant 

19 ... . .Scholar 

20 ............... . . . .Temple 

21 .Herd Ranch 

22 . .. ... .Brothel 

23 . . . ..Thieves’ Den 

24 . . Fort 


Mail Point; Not every town is well 
connected to the outside world. Mail 
Points are generally placed on border 
towns or in military forts so reports can 
be dispatched back to the realm’s capitol. 

Prison; Dungeons are not places peo¬ 
ple would go to kill monsters and gain 
treasure. Dungeons are dank prisons 
located underneath castles. Some prisons 
gain infamous reputations for cruelty. 
Others gain notoriety as inescapable. 
Towns with prisons and dungeons see a 
great deal of activity as prisoners and 
adventurers are transferred. 

Moneylender: A moneylender's ser¬ 
vices can be found wherever there is 
wealth to be distributed. The moneylen¬ 
der is generally a rich man who has 
gained power through other people's 
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Town Generator 


debts and gained wealth through interest. 
Moneylenders are generally found in 
towns with several merchant houses or in 
trade districts. 

Iron Forge: These metalworks pro¬ 
vide tools and supplies for a targe area. 
The tools often do include weapons and 
metal, though small towns will find a 
weapon order unusual. Iron Forges mainly 
contribute income to a small community. 

Peace Force: Contrary to most GM$ 
opinions, many towns do not have any 
organized peace force roaming the 
streets. They generally only exist to keep 
the wealthy and politically powerful safe 
from the common thieves and hoodlums. 
The smaller the town, the less the need of 
a peace force. Still, peace forces could be 
placed in a small town to keep roads safe 
from brigands and where criminals have 
had their run for too long. In these cases, 
a sheriff was usually appointed. 

Stable: These places are where men 
raise horses. Generally, the horses are 
raised for work on fields or for packing. 
Very few in small towns would bother 
raising war-horses or race-horses. They 
can t plow a field very well. Successful 
stables gain a good reputation with any¬ 
one who knows about horses, and can 
attract great business and wealth to a 
town. Adventurers would not get much 
use out of a stable unless they're rep lac - 
. ing their pack horses or getting riding 
mounts. 

Docks: These act as a major source 
of income for a town, whether the docks 
are on the sea or are on a river. Docks 
will have warehouses near them, to store 
goods that are to be shipped or sent out 
into the town. They traditionally see a 
good deal of activity from traders and 
merchants. 

Farm: Large farms often are the 
mainstay of a town. A farm which exports 
its flood to a nearby, larger city could 
employ many of the people of the town 
to raise its crops. 

Mine: The mine is a short lived but 
extremely valuable source of income. 
Mining towns thrive or die depending on 
the mines in the area. If the veins of ore 
run dry, the town will fade away unless it 
has another form of commerce to fall 
back on such as farms or docks. 

General Store: Fairly common in any 
town, the general store is where someone 
could find food, seed, tools, and equipment 
for sale. Adventurers finding a general store 


in a town should stop there to restock and 
resupply before setting out again. 

Inn: The mainstay of most any town, 
the inn is a place of rest, food and merri¬ 
ment, Inns attract travelers from the area 
and are often the center for more reliable 
news and exciting activity. Inns are bound 
to attract adventuring groups. 

Bar: These are extremely common in 
towns, since they provide for easy profit 
as well as a focal place for most of the 
town s activities. It would be common for 
the townspeople to end their day relaxing 
and chatting at the local tavern. 

Market: These are bustling centers of 
haggling and trade, where goods of all 
kinds are bought and sold in small stands 
and carts. They aren’t as established as a 
general store, since the types of goods 
offered vary from hour to hour, but they 
usually indicate that a town is on a good 
trade route between larger cities. 

Restaurant: A restaurant is an estab¬ 
lishment where people go to have a fine 
meal. These are actually fairly rare unless 
the town is a small city or on a busy trade 
route. Restaurants are known primarily 
for having better food and wine than 
other eateries, but are also know for 
charging a heavier fee. 

Scholar: A scholar could be a 
teacher, sage or a historian of the time. 
At any rate, he is regarded as the most 
informed man of the town, and people 
seek him out for advice and information. 

Temple: A temple within a small 
town serves as the religious center for the 
surrounding area, it is also a sign of a 
more pious community. Small temples 
will either worship the major religion of 
the land or, in a pantheon setting, wor¬ 
ship a god of farming or nature. 

Herd Ranch: This type of establish¬ 
ment a cow or sheep ranch providing 
food and clothing stock, Herd Ranches 
tend to employ a number of people for 
odd-jobs and bring in a good amount of 
money for the town. The presence of 
livestock also indicates a higher quality of 
food in local restaurants and inns. 

Brothel: The home of the world’s old¬ 
est profession, brothels are fairly common 
in backwaters where they target lonely 
and weary travelers and merchants. 

Thieves’ Deri: In some backwater 
towns, criminals wanted for crimes from 
larger metropolitan areas will seek refuge. 
Often they will seek each other out in 
seedy bars where they discuss deeds, brag 
about their past exploits and plan high- 
paying jobs. The “den M is usually fronted 


by another type of shop to keep away 
prying eyes. 

Fort: When a fort is in a town, it's 
generally the main reason for the existence 
of the town. Forts are technically self-suffi¬ 
cient, but the soldiers inside contribute 
great wealth to the sunrounding town. 

Suiting to Fit 

When the basic stats of the town have 
been generated, the GM should detail the 
setting to fit his campaign and personal 
tastes. A town with a brothel is not likely to 
exist in a heavily religious community — at 
least not openly. A town with a dock won't 
appear in the middle of the desert. GMs 
should change what doesn't make sense 
and add whatever details seem appropriate. 

When the town is completed, the GM 
will have a good representation of what's 
in the town and should be able to handle all 
those unexpected requests from his players 
as they loot and pillage his world, □ 



24 


Volume III • Number 6 














Moria - Citadel of Middle-earth 
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Without Let Or Hindrance 

Travel Papers in Role-Playing Games 


By P. J. Masters © 1995, Illustrated by Lorelle Ahlstrom © 1995 


“Her Britannic Majesty's Secretary of 
State requests and requires in the Name 
of Her Majesty all those whom it may 
concern to allow the bearer to pass 
/reefy without let or hindrance, and to 
a//ord the bearer such assistance and 
protection as may be necessary, " 

ne of the more enjoyable things 
about traveling on a British pass¬ 
port is the text on the inside front 
cover, quoted above, which has been 
known to scare junior officials witless. The 
vague sense that your government is pre¬ 


pared to send a gunboat to get even with 
any petty jobsworth who slows you down 
is nice, even if almost no-one takes it seri¬ 
ously, But a role-player, contemplating 
such a document, ought to start thinking 
about this whole subject. Most campaigns 
seem to involve a certain amount of inter¬ 
national travel, of one sort or another, and 
that activity is traditionally associated with 
border guards and minor officials demand¬ 
ing to see “your papers please 1 '. Paying 
some attention to where such “papers' 1 
come from is a small but useful way of 


increasing the sense of realism and detail 
in a campaign. 

The Idea of a Passport 

The idea of a standardized passport, as 
something that almost any citizen of a fair¬ 
ly free country can get hold of which a lit¬ 
tle routine paperwork, seems to be quite 
modem; it s hard to find any references to 
such things earlier than the nineteenth 
century. In ancient and medieval times, 
the usual assumption was that a nation 
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Without Let or hindrance 


and its rulers could do what they liked to 
any foreigner who ventured across their 
borders. 

The could certainly grant or refuse per¬ 
mission for such outsiders to enter their 
territory, and “passport” seems originally 
to have meant “entry permit' — literally, 
“permission to pass through a port". 
However, this kind of thing creates ineffi¬ 
ciency and difficulties in organizing trade, 
and even the most thuggish of kings can 
often be persuaded of the potential advan¬ 
tages of (taxable) commerce. 

And so, gradually, nations came to 
agree that they would recognize and 
respect documents issued by other nations 
to their citizens. Still, this requires a level 
of bureaucratic efficiency rare until the last 
couple of centuries. 

On the other hand, the more general 
idea of a set of documents that will get a 
traveler past guards at a border must be 
just as old as the idea of nations and 
rulers. In truly barbaric times, when any 
border guards are most likely illiterate, 
there may not be much point to pass¬ 
ports, but once any sort of bureaucracy 
develops, travelers will need something 
that the bureaucrats can understand. 

The best sort of “passport” to have, in 
most cases, is a letter or similar from a 
powerful ruler or group, declaring that you 
are traveling on official business, and 
hence that your safety is a matter of 
national concern. The very best version of 
this is a letter from the local overlord, 
declaring you an honored guest; few 
bureaucrats will want to push their luck 
after seeing that. 

According to Marco Polo, his father 
and uncle, who had traveled to the court 
of Kublai Khan, were given a special 
“passport 11 by the great ruler — a tablet of 
gold, engraved with orders that they were 
to pass unmolested throughout the Mon¬ 
gol Empire* Kublai was sending them back 
to Europe to bring emissaries from the 
Pope, a mission of potential importance 
to the history of the world > 

So the Polos traveled all the way from 
China to Europe (via the Middle East) and 
back — although the Pope’s envoys 
dropped out early on the return trip. 

For all their legendary savagery, the 
Mongols maintained law and order 
throughout their lands, and also way-sta- 
tions for messengers and officials, to 
which the golden tablet presumably gave 
the Polo family access. PCs who could 


acquire such a permit before setting out 
on a journey would be fortunate indeed 
but the chance should be fairly slim. 

Almost as good as this sort of thing is a 
letter from your own government, 
appointing you as their representative, in 
modern times, diplomats receive consider¬ 
able protection under international law, 
and can even claim immunity to local 
laws; in earlier eras, even the most arro¬ 
gant of tyrants would usually treat emis¬ 
saries from a neighboring lord with some 
care — or at least would want to hear 
them out before maltreating them. (It 
didn’t always work, of course; one stun¬ 
ningly stupid king of Burma allegedly exe¬ 
cuted a group of Mongol envoys for failing 
to remove their shoes quickly enough in 
his presence*) 

One step down from that might be a 
letter from some noble or rich trader, 
vouching for your good name; not every 
local official or guard will trust such, but 
it’s a whole lot better than nothing. By the 
“Age of Exploration”, bold characters ven¬ 
turing in little-known regions might have a 
charter from some governmental or pri¬ 
vate research group (such as a university 
or “geographical society"), stating their 
mission. It's always wise to come prepared 
with a plausible story when wandering in 
unknown lands with survey equipment and 
probably weapons, given the possibility of 
being taken for a spy. 

Passports are still going strong, and 
computerized systems are giving them 
new features; in the near future, many 
may incorporate bar-code or magnetic 
strip, carrying extensive personal informa¬ 
tion on the bearer (and making the pass¬ 
port harder to forge)* 

On the other hand, they are a symbol 
of bureaucracy and obstructionism, and 
supra-national organizations like to talk 
about getting rid of them; the European 
Community, for example, is currently try¬ 
ing to open its frontiers up for all its mem¬ 
bers’ citizens* In the future — well, who 
knows? In a corporate-dominated cyber¬ 
punk world, an employers’ ID card might 
be passport enough at whatever frontiers 
remains, while an interstellar space-opera 
campaign could involve high-tech identity 
systems marked with the user’s DNA “sig¬ 
nature ”. 


Professional Papers 

The medieval Muslim traveler Ibn Bat¬ 
tuta, who covered 75,000 miles in his 
remarkable lifetime, faced a subtly differ¬ 
ent situation from the Polos, and could 
produce a different solution. Many (but by 
no means all) of his journeys were within 
the lands controlled by Islam, where 
national borders were not considered 
overwhelmingly important; being a Muslim 
was citizenship enough* However, local 
lords could still be suspicious of rootless 

wanderers, and there was the small matter 

of earning a living* 

Fortunately, though, early in his career, 
Ibn Battuta had studied Muslim theology in 
the colleges of Damascus, in Syria, and 
there he had earned qualifications which 
enabled him to work as a religious teacher 
anywhere in the Muslim world. Islam 
teaches great respect for scholarship, and 
religious knowledge is especially respect¬ 
ed; it seems that Ibn Battuta was usually 
able to find work as a teacher, or as some 
kind of government official or advisor, in 
most of the Muslim lands he visited. 

This opens up possibilities related to 
the less formal sorts of “letters of introduc¬ 
tion" already mentioned* Anything that 
adds to a traveler s plausibility and backs 
up the story they might wish to tell an offi¬ 
cial is worth having* If such papers also 
help the wanderer earn a living, they are 
very useful indeed. For example, a license 
to practice as a physician, if it's recog¬ 
nized internationally, could be flourished 
to good effect. (“I wish to study the arts of 
healing in many lands. Furthermore, if 
your laws permit me to ply my trade, 1 am 
prepared to help the sick here, too/’) The 
upcoming GURPS Celtic describes — in 
detail — the Druid Order, a religious and 
scholarly body that enables characters of a 
priestly, philosophical, or poetical bent to 
wander at whim across a war-prone and 
“barbaric” land, receiving not only safe 
conduct, but also vast respect* 

Of course, some countries are unhappy 
with the idea of penniless visitors wander¬ 
ing in, either to become a drain on local 
welfare schemes, or to take work away 
from the country's own citizens* Hence, 
one useful item of paperwork in many 
more sophisticated ages is proof of finan¬ 
cial security — say, a letter from your 
bank or equivalent* Alternatively, a note 
from a local employer who is willing to 
take you on — accompanied, if necessary, 
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by permits to work in that land from the 
local government — can be effective. 

Some jobs give a character obvious 
reasons to travel; one of the best in mod- 
ern-world games is li reporter”. A Press 
Pass, combined with a plausible story, has 
been the excuse of choice in many a mod¬ 
ern-day adventure plot. However, there 
are obviously two sides to this; reporters 

are notoriously nosy, so local officials may 
well pay them special attention. Occasion¬ 
ally, this attention may become lethal. 

Visas 

A passport, in the modern sense, is a 
general identification document, issued by 
the bearer's home nation. Often times, 
however, countries wish to control which 
foreigners come visiting them, and so they 
issue specific permits for this — which are 
known as visas. 

Visas are largely a modern phenome¬ 
non, although they closely resemble the 
original 'passports”; they can only really 
exist if communications and bureaucracy 
are good enough for diplomats from the 


destination country to handle issuing them 
from embassies and such with reasonable 
efficiency. They are also often slightly con¬ 
troversial, as they imply that the govern¬ 
ment demanding them feels some blanket 
distrust for foreigners, and they require a 
fair amount of extra work for officiis and 
travelers alike. 

Even the USA, which has often been 

more stringent about running a visa sys¬ 
tem than most countries, has relaxed its 
approach in recent years; many European 
nationals can now get into the country 
without visas, by filling in a short form on 
' the spot. 

In an adventure plot, a visa require¬ 
ment makes a useful way of foreshadow¬ 
ing elements of the situation that the trav¬ 
elers are about to get into. The mere fact 
that they need a visa will tell them that 
they are facing a bureaucratic, probably 
cautious, possibly paranoid government; a 
visit to an embassy or consulate to pick it 
up can suggest to them some of the coun¬ 
try's concerns — are the officials anxious 
for trade, say, or do they issue a lot of 
warnings against bringing “subversive liter¬ 


ature” on the trip? Delays and obstruction 
at this point can also be a good way to 
slow the adventurers down, if the plot 
demands it, 

n 

Internal Passports 

One good rule-of-thumb sign of a 
tyranny — or at least an arrogant, auto¬ 
cratic government — is that it may control 
trade inside its own borders, even for its 
own citizens. Such control must be admin¬ 
istered, of course, and so the “internal 
passport" comes into being. Travel pass¬ 
es, made of wood, were required {for non- 
Samurai at least) in medieval Japan — and 
were very hard to obtain for any purpose 
other than pilgrimages. In modem times, 
Communist Russia and other, similar 
states have imposed similar systems. 

Apart from enabling the government to 
monitor travelers and generally keep track 
of the population, a system of internal 
passports can be used to enforce “internal 
exile” as a form of punishment and 
restraint. Russian dissidents “sent to 
Siberia" were not always placed in prison 
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camps- simply being forced to live in a 
remote industrial town in a sub-Arctic 
region, with no friendly visitors, could be 
control enough. 

Foreigners (and native citizens of 
uncertain loyalty) may well be kept away 
from whole areas of a country, especially 
in modem, industrialized, militarist states. 
Sometimes, the reasons for this may be 
quite open: 14 We are sorry, comrade, but 
that town is the location of People's Tank 
Factory Number Seven, and you will 
understand that every nation is obliged to 

exert control over such things/ 1 On the 
other hand, sometimes a government 
won't want to even admit to the reason 
for the restriction — which can make for 
an interesting mix of cerebral and K action" 
adventure, as curious visitors attempt to 
puzzle out What’s Going On without being 
spotted as trouble and Dealt With (some¬ 
how) by the local authorities. 

Of course, some authorities may not 
exert too much control over travel to 
some areas, to avoid inspiring suspicion 
— but what limitations they do exert will 
then have to be very carefully judged. 
Espionage scenarios can get very subtle 
indeed at this point. 

In any case, “internal travel" papers of 
some kinds are not always the mark of a 
tyranny, and they can be very useful. 
Characters traveling around a country on 
official business may carry papers identify¬ 
ing them and their mission, especially if 
the country (or empire) is large and 
diverse, and communications are poor. 

Furthermore, many large nations and 
empires have been known to operate sys¬ 
tems of shelters and hostelries for their 
officials, on the grounds that this is a cost- 
effective way of ensuring their efficiency 
and safety. (However, such shelters may 
tend to be fairly sparse, with only a skele* 
ton staff to maintain them.) 

Thus official travel papers may act as 
permits to claim free use of such places; 
perhaps even transportion, from a change 
of horses at a messenger relay station to 
free travel on trains. So remember, the 
next time your fantasy RPG PCs are hired 
by the Emperor of Blah to investigate 
strange doings on the borders, ask for a 
formal letter of appointment. It may well 
save you money as well as hassle from the 

Blah officials. 


Complications 

Entry Stamps: Many countries stamp 
the passports of visitors on entry. This has 
the practical advantage of helping them 
keep track of visitors, but from the visitor s 
point of view, it may have drawbacks. At 
the very least, nosy third parties who gain 
access to their passports can work out 
much about their recent movements; at 
worst, country B' may be actively suspi¬ 
cious or even hostile towards anyone who 
has had anything to do with some enemy 
country *A\ Thus, passports embellished 

with entry stamps, or with visas for that 
matter, may be a problem as well as a sta¬ 
tus symbol. 

Proof of Identity: Countries that 
require their citizens to carry identity docu¬ 
ments usually regard foreigners' passports 
as the equivalent. In such countries, the 
police are usually entitled to require any¬ 
one they deal with to show their papers. 
It's generally a good idea to carry a pass¬ 
port on you at all times when traveling 
abroad; in this sort of country, it’s virtually 
a necessity. 

Of course, a passport can also be a 
useful “identity document" for all sorts of 
minor purposes — such as cashing 
cheques. 

Letting Go of a Passport: Some¬ 
times, officials ask to hold on to charac¬ 
ters 1 passports when the latter get into 
trouble, or merely when they (say) enter a 
controlled area, however legitimately. 
Most characters — most people — regard 
such requests with deep suspicion; this 
can lead to a few moments of interestingly 
tense role-playing in a game. 

It s also worth remembering that peo¬ 
ple who are suspected of involvement in 
some kind of criminal behavior in their 
home country, but without enough evi¬ 
dence for them to be charged, or who are 
released on bail before a trial, may be 
asked or required to surrender their pass¬ 
ports 4< until the matter is resolved". 

Game Considerations 

Mostly, passports and paperwork are 
something that GM$ can and should han¬ 
dle "on the fly", and in any case, it's possi¬ 
ble to go too far with such things; few 
players enjoy spending hours role-playing 
their way through red tape. However, it is 
sometimes possible and useful for matters 
relating to travel paperwork to show up 
on a character sheet. 
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Point allocation systems such as 
GURPS or the Hero System often per¬ 
mit characters to spend points to obtain 
character "Advantages' 1 , and useful papers 
may qualify. This is to some extend a mat¬ 
ter of taste and campaign style; in a game- 
world where everyone has a passport, or 
can obtain one very easily, it really isn't 
worth going to too much trouble over the 
topic. On the other hand, a “universal 
pass' 1 such as the Polos carried shouldn't 
be handed out without something in the 
way of either game-world effort or game- 
mechanical cost. 

In a game system with reaction modifi¬ 
er rules (such as GURPS), "correct 
papers" are usually worth a bonus when 
rolling for official responses — how much 
being up to the GM. (Or, to put it another 
way, incorrect papers lead to negative 
effects.) On the other hand, papers that 
show one to have been in an enemy 
nation recently will earn a penalty from 
both bureaucrats and patriotic types — 
and the former will also usually penalize 
anyone bearing invalid or incomplete 
papers. In fact, the passport may simply 


be the physical embodiment of what 
GURPS would term a Reputation, 

The Hero System treats possession of 
a passport as a 1-point perk, but some¬ 
thing that most people can obtain with a 
little time and effort really shouldn’t cost 
even that. One possibility is to regard this 
Perk as a long-duration passport with lots 
of long-term visas, vaccination certificates, 
and similar stamps and attached papers. It 
could also be something tike a UN pass¬ 
port, which suggest that the bearer has 
some kind of semi-official status within this 
major organization, "Diplomatic ImmunL 
ty” in the same system costs 5 points; this 
should certainly include a diplomatic pass¬ 
port. "International Police Powers" have 
the same cost, and should carry a similar 
side-benefit, A Press Pass is valued at one 
point, and this may be a reasonable guide 
as to the fair point value for many other 
relatively minor "papers", 

GURPS, on the other hand, doesn’t 
generally charge points for transient things 
such as passports, but there are several 
GURPS Advantages that may be signifi- 


ter has a passport to hand, or how easily 
they can obtain one. Characters with high 
Status are usually more likely to have trav¬ 
eled abroad in the past, and high Wealth 
makes it easier to pay the fees for such 
things; a low-status beggar will almost cer¬ 
tainly not have a passport. If a character 
has Military Rank, they may, in some but 
all nations and periods, have been posted 
abroad — which may have led to them 
being given a passport they can use at 
other times; the same sometimes goes for 
characters with Clerical Investment, and 
almost certainly applies to anyone with 
"international" Legal Enforcement Powers, 
GURPS International Super Teams 
included 'Diplomatic Immunity" as a 5- 
point Advantage, This gives a character a 
high level of immunity to local laws — and 
certainly implies that they have a diplo¬ 
matic passport, GMs should note, howev¬ 
er, that this Advantage is always linked to 
a high-level Duty to the character’s gov¬ 
ernment (or a high-powered international 
body such as the UN), and that govern¬ 
ments tend to get very, very annoyed with 
anyone embarrassing them by abusing this 
status, (In fact, they just might prefer to 
waive the claim to immunity in the case of 
a diplomatic who does something that 
they can’t begin to justify or excuse. Alter¬ 
natively, they might try the erring individ¬ 
ual under their own laws,) 

GMs wishing to assign GURPS points 
values to special papers such as those car¬ 
ried by the Polos or Ibn Battuta should 
base it on two factors; the Reaction Modi¬ 
fier they provide (if any), and any Social 
Status or other Advantages that they 
embody. A special document should be 
treated as a "Reputation" that affects a 
large group (usually "officials", or "citizens 
of a particular country"), with a special 
modifier; “only when the NPC sees the 
document". This would mean reducing the 
point value by 1 / 2} as the documents will 
often be out of sight, may get lost, and so 
on — but if the PCs will usually be able 
(for a positive modifier) or forced (for a 
negative one) to show them to officials, 
this reduction should be dropped. 

Thus the Polos 1 golden tablet could be 
called "+3 Reputation among loyal ser¬ 
vants of Kublai Khan’s Empire, only if the 
document is shown and read”, for a total 
of +4 points (the reduction is definitely jus¬ 
tified here, especially as not all Mongols 
may have been literate). A modem Diplo¬ 
matic Passport might be worth "+1 Reac- 
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tion on 10 or less from all officials who 
see the document' 1 (a large group}, for +1 
point — as well as giving Diplomatic 
Immunity (for another +5). Mostly, it’s the 
Diplomatic Immunity that's important; 
officials have to respect that, like it or not. 
However, a few of them will snap to 
attention a notch faster when dealing with 
a foreigner waving a special passport 
around — hence the +1. A licensed physi¬ 
cian (with the skills to justify the status) 
pays no points for the license, but may 
pay for a level or so of status or wealth, 

and has access to a Comfortable job in 
most societies. 

The same goes for something like Ibn 
Battutas qualifications as a Muslim schol¬ 
ar, although they were doubtless rarer in 
his society than medical qualifications in 
ours. In game terms, he would almost cer¬ 
tainly have a small positive Reputation, at 
least among his fellow scholars. 

Illegal Activity: Characters with 
forgery skills may wish to attempt to cre¬ 
ate bogus paperwork, and this is usually 


possible — although government naturally 
try to make it very difficult. 

Leaving aside questions of high-tech 
features such as magnetic strips (which 
could be the subject of an article in them¬ 
selves), the problems include obtaining 
paper and the like resembling the real 
thing, which is often printed in intricate 
patterns; blank passports are usually 
guarded very carefully in the places where 
they are held (giving them a high value on 
the black market). Creating a fake pass¬ 
port that can stand up to extended investi¬ 
gation is very difficult indeed, as “the sys¬ 
tem” will usually use detailed records, 
duplicate pictures, cross-referenced serial 
numbers and the like. 

Hence, real-world criminals are more 
likely to use fraud or theft than forgery — 
or at least, to combine two or three of 
these techniques. 

Apart from simply stealing a unfortu¬ 
nate traveler's papers and altering them as 
necessary (something that international 
travelers often have to be alert for), well- 
known tricks include adopting the identity 
of a person bom at around the right time; 


bureaucracies may not cross-reference 
their records of births and deaths when 
issuing passports, (The well-known thriller 
Day of the Jackal brought this trick to 
widespread public notice.) 

Characters who are caught with dl incor¬ 
rect papers/’ whatever the cause, from 
unsuccessful forgery to neglecting to bribe 
corrupt officials, can expect a fair amount 
of trouble — how much, and for how 
long, depends on many different factors. 

It may simply be a question of taking a 
few minutes to "straighten things out” 
(legally or otherwise), or the lapse may 
lead characters to be arrested, placed 
under heavy guard by incorruptible offi¬ 
cials, searched with great care, and then 
locked away for a lengthy period — at 
which point, they are likely to start consid¬ 
ering comparably illegal (or other) ways of 
getting out. The GM who thinks a little 
about PCs and their passports can find 
whole long-term scenarios developing. 0 
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I n Werewolf: The Apocalypse, 

Garou generally avoid the city. Sure, 
the Glass Walkers, and to a lesser 
degree the Bone Gnawers, have made 
peace with the urban environment, but 
Garou are creatures of open fields and 
forests. 

What a Lupus thing to say. You must 
be spending a lot of time with the Red 


Talons, While it’s uncommon for Garou 
to rule mortal cities like the Kindred, it’s 
not unheard of. Humanity is largely 
urban, clustered in cities large and small. 
These urban areas continue to expand 
while natural areas are ever shrinking. 
Towns become cities, which become 
metroplexes, which merge into sprawling 
megaplexes. 

Look at the East Coast of the United 
States. With the growth of the cities, 
some Garou have decided that the best 


way to fight the Wyrm is to control 
humanity's destructive impulses by con* 
trolling humanity. Sound familiar? That 
means ruling the cities. 

And risking becoming tainted by the Wyrm. 


The Old Guard 

Now, for a thousand years the Garou did 
rule humanity. Some would argue that the 
greatest mistake the Garou ever made in 
their defense of Gaia was ending the 
Impergium. Those who would reimpose the 
Impergium form the vast majority of Garou 
who rule human cities. Among the Garou, 
they are known as The Old Guard . 

The Old Guard rule their cities for one 
reason alone — to control the human 
population. The means through which 
they maintain control are ruthless and 
savage; whatever works. Human popula¬ 
tions are made to live in constant fear and 
want. The Garou attempt to keep their 
human subjects poor, ignorant and 
oppressed. But things don’t always work 
out the way the Old Guard expect. 

Cairo, the capital of Egypt, is a classic 
example of a city ruled by the Old Guard, 
and how such rule routinely fails to break 
the human spirit. Supported by the 
Garou, the Egyptian elite ruthlessly ^ 
oppress the common people of 
Cairo. Ignorance, disease and 
malnutrition are commonplace. | 

But Cairo’s population continues 
to increase, straining even the Garou's 
resources, and a growing fundamentalist 
opposition to the rule of the Egyptian 
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die. Cairo is somewhat different in that a 


elite is a direct reaction to Old Guard 
repression. The Old Guard have their 
hands full. As a result, Cairo is surprising¬ 
ly livable, 

Cairo wastes nothing. For an urban 
environment, the city is a model of econ¬ 
omy and efficiency. While Cairo is a bru¬ 
tal city, the rule of the Garou is not with¬ 
out its positive side. What may appear to 
Western eyes as squalor is in many cases 
people living in harmony with their envi¬ 
ronment. In this respect, Cairo is a very 
natural city, blending the ancient and the 
modem into a seamless whole. This is the 
urban reflection of the Garou’s desire to 
live as one with Gaia. The Old Guard 
look with pride upon their work and 
argue that it is a model for denying the 
Wyrm its urban strongholds. 

If the truth be told, the Old Guard of 
Cairo have a grudging respect for, even 
pride in, the resiliency of their human 
subjects. Maybe you can teach an old 
dog. . . . 

Kindred and Mages in Old Guard cities 
either acquiesce to Garou authority or 
they die. It s that simple. Usually, they 


remarkable degree of tolerance has been 
demonstrated by the Garou. A substantial 
population of Kindred and Mages reside 
in the city, living in relative peace. While 
challenges to Garou supremacy are not 
uncommon and the city is a hotbed of 
political maneuvering, Garou control is 
strong and they have made no move to 
completely wipe out their would be rivals. 
This is certainly an exception, not the 
rule. Perhaps, the Old Guard are spread 
too thin and dare not risk their control in 
a prolonged fight. 

The New Wave 

In contrast to the Old Guard, Garou 
known as the New Wave rule their cities 
in an attempt to save humanity from itself 
and enlist mortal aid in the struggle 
against the Wyrm. New Wave sovereigns 
try^ to be as progressive as possible and 
tame humanity’s destructive tendencies. 
The New Wave seeks to live in harmony 
with humankind. Disappointments are 
common. 


Minneapolis and St. Paul are New 
Wave cities. Compared to many urban 
areas of similar size, the Twin Cities are 
dean, safe and prosperous. They are also 
remarkably green with many lakes and 
parks. While not a paradise, the Cities are 
quite foTward-thinking and they have the 
New Wave Garou rulers to thank for it. 

Now, to all appearances, rival Kindred 
Princes rule Minneapolis and St. Paul, So 
much for appearances. In reality, the 
Garou control the balance of power. For 
once, the tables have been turned on the 
Leeches, The Garou are manipulating the 
Kindred conflict with an eye to diffusing it 
and ultimately ridding the entire area of 
Cainites, It’s funny how those political 
struggles always seem to go nowhere, 
while weakening both sides. 

Vampires in New Wave cities lead a 
precarious existence. The Garou rulers 
are not entirely averse to Kindred so long 
as they keep their heads and numbers 
down. Minneapolis/St, Paul is a good 
example of how New Wave rulers deal 
with entrenched Kindred. Unfortunately, 
the Red Talons and Wendigo in the area 
are not content to play the waiting game, 
and some Gangrel have begun to suspect 
that all is not what it seems. How much 
longer the New Wave can rule from the 
shadows remains to be seen. 

Mages are actively courted by New 
Wave Garou as potential allies. Some 
Garou are even willing to share power if 
the Mages treat them with respect. 
Alliances with Dreamspeakers and Verbe¬ 
na have proven the most productive and 
lasting. Both these groups share the 
Garou‘s respect for the natural world. In 
turn, the Garou see the Technocracy as 
another of the Wyrm’s abominations. In 
Minneapolis and St, Paul, if the Garou 
rulers are forced into open conflict with 
the Kindred, the cities' small population 
of mages may become the powerbrokers. 

The Shadow Lords 

A third group of Garou rulers are the 
Shadow Lords. They have and will contin¬ 
ue to rule. Bom to power, Shadow Lords 
have the longest unbroken tradition of rul¬ 
ing human cities of any of the tribes. 
Shadow Lord rule is about power, noth¬ 
ing more. In this respect, they are most 

like the Kindred in their political manuver- 
ings. If they stopped to think about it, 
most Shadow Lords would be shocked by 
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the dose similarities. It's best not to men¬ 
tion this to them if you want to continue 
breathing. 

Singapore is a classic Shadow Lord 
city; well-organized, clean, neat, a little 
dull and totally despotic. Nothing happens 
that is not supposed to happen. The 
human population is carefully managed 
and controlled. Behind the scenes, the 
Shadow Lords vie for power among 
themselves but will unite to confront any 
challenge to their collective authority. 
Whether Gaia is well served by this situa¬ 
tion is an open question. 

Vampires do not exist in the domain 
of the Shadow Lords. Leeches are an 
affront to Garou honor by their very exis¬ 
tence. Shadow Lords, who see them¬ 
selves as Gaia's supreme warriors, will 
not suffer such insults. Whether or not 
Shadow Lords are truly Gaia's supreme 
warriors, there can be no question they 
are among the finest vampire hunters. 

Mages are a different matter. They are 
powerful but essentially human. The Shad¬ 
ow Lords tend to ignore them as much as 
possible. They may live —for now. 


Story Ideas 

Once we accept the possibility of 
Garou ruling cities, it's fun to imagine 
how characters will react when presented 
with such a situation. Here are some pos~ 
sibilities. 

First Time in the Big City? 

Players will not expect Garou to be 
running a city. This element of surprise 
can provide some great roleplaying as 
player expectations are turned on their 
ear. Once characters get used to the idea, 
there still remain the different styles of 
Garou rule with which they must contend. 
Nothing says all Garou in a city wilt be of 
a mind. A three-cornered fight between 
the Old Guard, New Wave and the Shad¬ 
ow Lords can be really entertaining — 
and dangerous. 

Bones of Contention 

Kindred looking to make a fresh start 
in a new city run by the Garou can make 



making a move on a Kindred-held city, it 
need not be a standup fight to the finish 
but could be a game of political move and 
counter move. And you thought Vam¬ 
pire: The Masquerade was the political 
game. 

Well Met By Moonlight 

In a city like Cairo, Garou, Kindred 
and Mages can come together in a single 
Chronicle that need not necessarily 
devolve into a slug fest In Kindred-held 
cities, the Garou will be trying to destroy 
the Leeches, Once in power, the Garou 
are more likely to try to achieve larger 
goals than just staking the vampires, 
though that might prove necessary. When 
Garou are running things, keeping 
humanity in check and Gaia safe is far 
more important and time-consuming 
than vampire hunting, unless you are a 
Shadow Lord. 

This raises the possibility of Kindred 
and Garou working together against com¬ 
mon foes. Only roleplayers need apply. □ 


for a hot time. Similarly, if Garou are 
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As sunset creeps across A1 Amarja, sinister shadows steal forth from the 
encroaching darkness. Nightfall brings malevolence to the island— hid eous 

H eal plots waiting to hatch in the dark, twisting alleys and 
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igher forces, their lives expendable, their actions those of 

is engaged in a deadly chess match. This game is one of con- 
nmate deception, a game with stakes more monumental 
han the meager lives of its contenders. But the arrogance of 
power conceals its own limitations. The real power 


for control is waged by simpk 


©1095 TRIDENT, INC 




"’is I*:*!': * -!■ "■! •: 



K*1 A . -ft"- . . . 










•. y y v 41""‘. ■' 

;V -I Vi 


y *. Xwlw*;! , >.v 



• |*., 


















/ > _ jjHIB' j| < 

>!35i 


■K ■: ■■ ■•• ■::■ 








r•» //' - 












r-‘ *• y ■’■»/ y- , 


ft i. _ 



fit B ■Fy^Tj. : _ il ^ L 




HfT i 





ill * - r 

■m 

. v 



fcT ■ Jk^^BbB^Lm. 



Pf *. SI 


JB 



“i"' V"." ^B 


X 




.jv. vJ3n . .Jgi i *. 


.n,' *yS T ~~ 



Bl '' 

. /Sjrv ;■ ♦/ *!*»- ;B* 








" A r>. JIM 






‘-jK- tt’ ’ : X 









1 

.. ^ >'i 

-f- ■ .■ 


V 61 

fWif ’W e * ' -H 





Ht - 



M •' ;i v^.. m': -Vy 


JKW& u| , 





$SB* 

Br ‘ • . 






OB • IB • M ...o't 



m. it. a 

r 

jP tB 

L idrih hkm 



> i . .. v 










- - sipiig 


. ] 



jV * B 

^ BEa 



V X ■ _ .: ,.... - 



PBst 



" ; ?fv 








Ij VKji VfcJ,, . e - 



F ' J 



''y BO iu^ 

tf 



tv ’ ' 

vtb 









/ 3^ IT .. 

1 J ■ 

Sr. 











XL t 


-. 1 




PH 




V JbfffvF -*'• ( ** - .t " -J r> < 












»■ 1 

" v mk i 

■ flp i 

%. ** W** 

iM 





mSBBWM 



4ft - ,} m ' 

I., !- 

wfF ; " e 

.., ‘ >v.-5vv 

XT ' 

1* : 


H 


B 



























Reflections 

« * | 

«, | r ^ * t 

An Adventure for Hero Games’ Champions 


By Chris Avellone © 1995, Illustrated by Brad McDevitt © 1995 




































Reflections 


Setting The Stage 

armine couldn't believe what he 
was seeing. His face was a ghostly 
reflection on the observation booth 
window as he watched what was transpir¬ 
ing in the lab beyond. 

With morbid fascination, his eyes 
tracked the monstrosity as it shambled off 
the table and slumped to the floor. After a 
minute, the creature lifted itself up onto its 
hands and knees, and its hollow eye sock¬ 
ets scanned the interior of the laboratory. 
As Dr, Carmine watched, it drew its 
scarred hands across the floor, feeling the 
texture of the tiles. 

Carmine was amazed that the form 
could even move; the pain must be 
unbearable. The patient, Antonio Diaz, 
suffering from a spinal injury, had been 
the first volunteer for Medtech’s prototype 
Regeneration Tank; the project had 
looked like a success until a chemical leak 
had occurred during treatment, setting fire 
to the nutrient tank he had been placed in. 
The flames had scarred him terribly and 
drove him into a coma. It had been Direc¬ 
tor Stallings’ suggestion that Diaz be kept 
in the Bioscience Wing until he awoke 
from his coma. 

Apparently, their patient had woken up. 
Carmine turned as the door to the 
observation booth opened, and Stallings 
rushed in, followed by a security guard. The 
guard’s hand reached for the handle of his 
gun as he glanced past Carmine into the 
operating room beyond. Stallings followed 
the guard’s gaze, "Oh God.' 1 The creature 
was running its hands along the entrance 
door to the observation booth. "How 
strong is the door?" Stallings asked 
Carmine, The guard reached for his 
walkie-talkie and began to request back-up. 

41 What is he doing?" Carmine asked 
tersely, ignoring Stallings and looking at the 
guard. When the Director didn’t answer 
him, Carmine grabbed him by the arm. 
"What are you going to do — pump a few 
shots into him and hope he gets better?” 
Stallings threw off Carmine’s arm and was 
about to reply when there was a hissing 
sound from the door. Everyone became 
silent. Through the window, Carmine 
watched the creature’s hands turn into 
claws and sink into the metal of the door. 
The creature's upper body and arms 
swelled as extra muscle tissue formed under 
the skin, and with a hiss, the creature began 
to press against the steel door. The guard 


drew his gun as the door to the operating. 
room collapsed outward with a crash. 

"Everyone get out of here," the securi¬ 
ty guard ordered. 1 We’ve got men on the 
way that can handle this." Stallings and 
Carmine moved hesitantly towards the 
door as the guard leveled his gun at the 
creature. Carmine examined the creature 
closely, detached from what was going on 
around him. The creature’s mottled skin 
was shifting as he watched, its hollow eyes 
locked with his. It slowly moved towards 
him, and the guard raised his pistol as the 

creature advanced. 

“My God, don’t shoot him. Don’t pro¬ 
voke him, whatever you do.” Carmine 
whispered, sweat forming on his brow. The 
thing was Inches away from him now.,, the 
smell coming from its body was like 
formaldehyde, only stronger. As Carmine 
watched, the creature’s face began to 
change; he fought down an urge to vomit 
as its skin became dark, black hair grew 
from its scalp, and its abdomen swelled to 
match Carmine's girth. In less than a 
minute, he was looking at himself, naked. 

The creature’s mouth opened, reveal¬ 
ing fangs, and its clawed hand reached for 
Carmine’s face. 

A gunshot went off, and the creature’s 
mirrored features melted back into the 
flesh. Fangs extended, the creature 
whirled on the security guard, who contin¬ 
ued to fire frantically at it. Carmine turned 
and scrambled for the intercom. There 
was a crash from behind him as the guard 
was hurled against the wall, clutching a 
bleeding stump. 

Carmine turned on the intercom, his 
hands shaking. "This is Dr. Carmine in 
the first floor Bioscience laboratory! 
Request medical assistance immediately! 
This is an emergency! I repeat, this is a 
medical emergency!” 

Carmine turned from the intercom, and 
found himself face-to-face with himself. 
The creature opened its mouth, displaying 
its fangs with a low, menacing hiss. 

“E-mer-gen-cy. TP 

Introduction 

f?e/leetrons is a rampage scenario for 
Champions, suitable for any number of 
heroes of any power level. If the majority 
of the characters are high-tech heroes or 
mages, the GM should modify Mockery’s 
statistics in order for him to be a challenge 
for his foes. 


* Weeks before the beginning of Reflec¬ 
tions, Antonio Diaz, a researcher at a 

local Medical Research Facility, was the 
victim of a chemical leak from a Regener¬ 
ation Tank being tested at Facility. The 
regenerative agent used in the Tank’s 
design was capable of stimulating the 
growth and restoration of living tissue: 
Diaz’s exposure to the agent has given 
him the power to duplicate the physiology 
of other organisms. Unfortunately, the 
chemical leak also burned Diaz’s body 
beyond recognition and caused severe 

brain damage, and Diaz has reverted to an 
animalistic state. The characters enter the 
picture when Diaz attempts to escape 
from the hospital. 

This adventure requires little prepara¬ 
tion on the part of the GM; it can be used 
as a super-powered manhunt, dragged out 
over several evenings, or added to an 
existing campaign as an intermission or 
one-night stand. 

Background 

Months ago, Antonio Diaz, the victim 
of a hit and run, was placed in a Medtech* 
prototype Regenerative Tissue Chamber, 
The "Regeneration Tank” bathed the 
patient in a chemical byproduct taken 
from the body of an elderly paranormal 
who possessed the power of limited 
regeneration. The paranormal had donat¬ 
ed her body to science after she had con¬ 
tracted cancer, and at the time of the 
adventure, Medtech™ researchers had suc¬ 
ceeded in isolating enough of the agent 
from her circulatory system to begin using 
it in an experimental Regeneration Tank 
(added amounts of the regeneration agent 
is also held in a few storage tanks within 
the facility; it slowly reproduces itself over 
time, although other methods of replicat¬ 
ing the fluid have failed). 

The extracted regenerative agent had 
the ability to “mimic” living tissue and 
replicate it, essentially rebuilding a 
patient’s epidermal layers, nervous system 
and damaged muscle tissue as long as it 
was exposed to a sample of the patient’s 
DNA. It was hoped the Regeneration 
Tank, priced modestly at several hundred 
thousand dollars, would be commercially 
available to treat bum victims and cancer 
patients] Diaz, wounded several weeks 
earlier, was the Regen Tank’s first human 
subject. He remained unconscious in the 
tank for several weeks as the regenerative 
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agent began to slowly replace his dam¬ 
aged tissue. 

Unfortunately, a flaw in the Tank’s 
design resulted in a chemical leak; the 
regenerative agent, when stored in its 
undiluted state and separated from a host 
body, combusts at high temperatures. 
When the chemical leak spread past the 
temperature-controlled storage unit on the 
Tank, the agent ignited, setting fire to 

Diaz while he was in the chemical bath. 
The researchers, acting quickly, saved 
Diaz, but not before the bums had claimed 
90% of his skin tissue, and he had fallen 
into a coma from the pain, 

Diaz remained in Medtech’s Bioscience 
Wing for months without regaining con¬ 
sciousness, and the Director of the facility, 
Dr. Stallings, kept the incident quiet out of 
fear, both of losing his job and destroying 
the marketing strategy for Regeneration 
Tank, Stallings has accepted the rational¬ 
ization that Diaz was an isolated case and 
future experiments will be more success¬ 
ful. Soon after the accident, he ordered 
guards placed around the Bio science wing 
and began to install security measures in 
the Hospital to cover up the Regeneration 
Tank’s failure. 

The new security and the presence of 
firearms has angered doctors and staff 
alike, and has created a stir in the hospital 
. . , as well as a burning curiosity for what 
was transpiring in the Bioscience lab. (If 
the GM wishes, the new security may 
have attracted the notice of a criminal 
organization in the Campaign City. The 
criminal organization may attempt to 
sneak into the facility and discover what is 
being stored there. They may be the ones 
responsible for Diaz “waking up. 1 ’) 

An hour before the adventure began, 
Diaz awoke from his coma, hungry and 
disoriented. When he tried to leave the 
lab, an over zealous security guard shot 
him, driving him into a berserker rage (see 
Setting the Stage, above). 

Mockery attacked the guard and a doc¬ 
tor at the scene (Dr. Carmine), then began 
to run through the hospital, looking for a 
way to escape. Director Stallings, aware of 
what has come out of the Bioscience 
wing, has ordered the hospital security to 
stop the creature as quietly as possible. 

There are several ways the characters 
can become involved in the adventure. 
One of the staff can report the gunshots to 
the police (the gunshots fired by the securi¬ 
ty guard in Setting the Stage); any heroes 
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monitoring the police band can hear the 
police reporting to the scene. Another 
option is to have one of the characters be 
a patient at the hospital, allowing the PC 
to hear the gunshots themselves (the 
research facility deals with a number of 
paranormal cases, and characters that 
have been wounded or might want to have 
their powers tested, can be at the scene 

when Mockery begins its rampage). 

For vigilante campaigns, player charac¬ 
ters can eavesdrop on the police band and 
catch the report of gunshots being fired at 
the hospital; for added tension, a criminal 
suspect (wounded in a crime scene and 
being guarded by a police officer) may be 
at the hospital being treated before trial, 
and the characters may believe that a 
breakout is occurring to rescue the sus¬ 
pect. If this criminal is a paranormal, 
Mockery may be able to duplicate the vil¬ 
lain’s powers before the characters reach 
the scene. 

The Plotline below assumes that the 
police have been called; in addition, one 
of the orderlies in the hospital pulled the 
fire alarm to get people out of the build¬ 
ing. Director Stallings is already engaged 
in damage control outside the facility once 
the characters arrive. 

Plotline 

This adventure, for maximum effect, 
should take place late at night. The hospi¬ 
tal is located wherever the GM chooses in 
the Campaign City; the building is five sto¬ 
ries tail. When PCs arrive at the hospital, 
they will see a number of orderlies moving 
patients outside. If any of the staff are 
asked what the problem is, they will say a 
fire (actually, just a fire alarm) has forced 
them to remove patients from the hospi¬ 
tal Any PCs examining the exterior of the 
building will see Director Stallings giving 
orders to the staff. When the Director 
catches sight of the PCs, he will move to 
intercept them, waving his hands frantical¬ 
ly to get their attention. 

Dr. Stallings: Normal Human Statistics 
(see Champions Rulebook, p.133), except 
for a 13 INT and 13 PRE, Stallings has 
the Perk: Licensed Doctor, and the follow¬ 
ing skills: Paramedic 11-, PS: Doctor 11-, 
PS: Hospital Administrator 11-, Bureau- 
cratics 12-, Conversation 12- and Systems 
Operations 12 or less. Stallings is rather 
on "the young side, with thick brown hair 
and a plump face. When he talks to the 


characters, perspiration will be visible on 
his forehead, and he will occasionally dab 
at it with a pocket handkerchief. Through 
the entire conversation, Stallings will 
maintain a pleasant smile that will crack as 
soon as Mockery reveals itself, 

Stallings claims the heroes were sum¬ 
moned by a reactionary staff member. 
The “fire” is under control, the fire depart¬ 
ment has been called and notified of the 
error, and he will politely ask the charac¬ 
ters to leave. If any characters ask about 
gunshots, Stallings will assure them they 
are mistaken; there were no gunshots 
fired in the hospital. 

Any character in close proximity to 
Stallings, however, can easily tell he is 
nervous (Stallings hopes that the security 
guards he sent to stop Mockery fire no 
shots in the building while the PCs are 
within listening distance). If asked to 
account for why people are being moved 
out of the hospital, he will claim that the 
small fire, now under control, caused peo¬ 
ple to panic unnecessarily. 

The patients tell a different story, how¬ 
ever; the elderly patients, especially, are 
loudly protesting their removal from their 
rooms and say they heard gunshots fired 
in the building. Stallings, if within range, 
will become visibly upset and will continue 
to ask the characters to leave. If the PCs 
insist on staying and helping the hospital 
evacuate, Stallings will eventually give in 
with a worried look and urge the PCs to 
be “discreet,” and to “do and say nothing" 
that will alarm the patients. 

At some point while the PCs are at the 
scene, they will suddenly hear gunfire 
within the hospital, then silence. Charac¬ 
ters without special senses (such as Hear¬ 
ing with the Targeting advantage) will 
have difficulty determining the direction of 
the gunfire; it is sporadic and coming from 
areas throughout the hospital. If the char¬ 
acters search the hospital (perhaps individ¬ 
ually) they will encounter security guards 
that will order PCs to leave the building so 
they will not be hurt. 

Security Guards: [10] Used Skilled Nor¬ 
mal Statistics (Champions Rulebook, 
p. 133), Familiarity with Small Arms and 
Billy Clubs; they are armed with .38 
revolvers {1D6+1 RKA), clubs (+2D6 
HTH Damage) and radios (Radio Listen 
and Transmit), 

The guards appear confused and are 
rattled by the strange menace stalking the 
hospital; many of the guards are under- 
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trained rent-a-cops who were brought in 
mostly to ensure everyone was wearing 
proper ID badges; many of them are 
frightened by the fact that something 
seems to be attacking , perhaps killing , 
guards in the building. There are ten 
guards scattered throughout the hospital 
(or more if the GM wishes}, and their gun¬ 
fire may harm a patient. 

The security team has already lost two 
men under mysterious circumstances; one 
of the missing guards claimed he was 

attacked by one of the staff members." 
The guards suspect a disturbed patient is 
the one responsible for attacking them, 
perhaps an escapee from the psychiatric 
ward, and they may accidentally shoot a 
staff member or a patient thinking it is 
their target. 

Responsible PCs should take control of 
the situation and search the hospital for the 
attacker. The guards can only give the PCs 
conflicting information about their foe"; 
one guard claims one of the missing guards 
was attacked by a “staff member.,.a nurse, 
maybe, " and another thinks he saw a black 
man running from the Bioscience Wing 
(Mockery, after mimicking Dr. Carmine in 
Setting the Stage, above). If the characters 
ask. the guards can give them directions to 
any section of the hospital. 

If characters investigate the Bioscience 
Wing (this section is on the first floor), 
they will find the steel door to one of the 
labs tom apart from the inside, A guard, 
his hand torn off, lies in the room, along 
with Dr. Carmine, an elderly black physi¬ 
cian injured by Mockery, Neither is con¬ 
scious, and the guard is in need of imme¬ 
diate medical attention. 

The steel vault door to the lab beyond 
the observation room has been ripped 
open, and its dented surface fell outward 
into the booth. Characters examining the 
door will also see slash marks that have 
dug deeply into the steel. 

Biohazard symbols are displayed 
prominently over all sections connected to 
the lab. Characters examining the Lab will 
see an empty bed lying in the laboratory 
and a glance around the lab will show that 
precautions have been taken to keep the 
area sterile and well-monitored. In an 
adjoining lab is a large apparatus with a 
transparent tank; the tank is big enough to 
hold a human body (the Regeneration 
Tank), It does not appear to have been 
used recently; the apparatus dominates 
over half of the adjoining lab space. 


Mockery Attacks 

Mockery is loose somewhere in the hos¬ 
pital; if threatened by characters, it will 
attack. The hospital battle should be gauged 
by the GM; Mockery's location should be 
decided before characters enter the hospi¬ 
tal, as well as rooms still holding patients. 
Characters should be held accountable if 
radius effect attacks or explosions damage 
the hospital, patients or sensitive equip¬ 
ment (Laurel Hills will sue PCs for any dam¬ 
ages they cause in the hospital if the PCs 
refuse to compensate the hospital for any 
damage they cause). 

Mockery can be mimicking a nurse, 
doctor, or patient in the hospital; if a hero 
comes to help the “patient," Mockery will 
attack ( l, Come along, miss, I'll get you out 
of here...My, what big teeth you 
have... Oh, my God I..."}. Characters will 
have to split up to find Mockery; if they 
travel in a group, Mockery will outmaneu- 
ver them and escape (see below); PCs 
should be told that they cannot cover all 
the exits to the hospital if they stay togeth¬ 
er (there are thirteen emergency exits on 
the first level). If the player characters 
insist on staying together, have several 
gunshots start to go off from all over the 
hospital; the characters will have to split 
up to investigate all the areas where the 
shots were fired. 

Once the characters encounter Mock¬ 
ery, the creature will attack them until it 
has defeated its opponents or it has been 
reduced to half stun; if it is reduced to half, 
it will flee. If it is chased and cornered, 
Mockery will go berserk. If the characters 
are unable to pursue the creature, it will 
flee to another section of the hospital. 

Mockery will not be able to escape the 
building unless it has defeated all the char¬ 
acters; if this occurs, then it will run from 
the building and take refuge in the sewers 
beneath the Campaign City. The adven¬ 
ture can continue as the characters 
attempt to track Mockery through the city 
sewer systems and prevent the creature 
from feeding on humans living in the city. 

The End of Reflections 

News crews will be waiting for the PCs 
as they emerge from the hospital, and 
Stallings will move to intercept the PCs as 
they exit, asking (begging) them to remain 
silent about the creature until “fully 
informed about the particulars," Stallings 
will keep the PCs away from the reporters 
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and any police on the scene until he can 
talk to them, 

Stallings, if allowed to speak privately 
to the PCs, will claim the unfortunate 
creature they encountered was Antonio 
Diaz, a poor, easily frightened patient who 
suffered a terrible accident several months 
ago. His family wanted his condition to 
remain secret [in truth, they are not aware 
of it; any characters who examine Diaz’s 
medical records will discover he has no 
immediate family), and Stallings urges the 
PCs not to mention Diaz when talking to 
the police and the news crews. Stallings 
adds that Diaz is essentially harmless, and 
the staff are trying to help him. 

If asked to account for Diaz’ attack on 
three guards and Dr. Carmine, Stallings 
will state Diaz was undoubtedly frightened 
and confused. He may offer "hush 
money If the PCs appear unconvinced by 
his story. At no point will Stallings bring 
up the Regeneration Tank, or any relation 
between Diaz and the device. If the PCs 
do relate the story to the press, Stallings 
will downplay the incident, presenting "his 
side" of the story to the media. 
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If the PCs expose Stallings or report 
Mockery’s presence to the press, they will 

have earned Stalling's enmity.-.he may 
decide to press charges on the characters, 
or blame them for any damage that Mock¬ 
ery did during the attack. If the players are 
vigilantes, Stallings will blame them for the 
entire incident and try to keep Mockery’s 
presence a secret, If the PCs decide to 
keep silent about it, it may become suit¬ 
able material to blackmail the heroes with 
later on should anyone investigate the 
characters’ past. 

Using Mockery in a Campaign 

For GMs that wish to use Reflections as 
a campaign, the following stages are sug¬ 
gested; first, depending on the resolution 
of the conflict in the hospital, Diaz has 
either escaped or is imprisoned in the 
facility. If he has escaped, the next stage 
of the adventure will be to hunt Diaz down 
(he will take up residence in the Campaign 
City sewer system, feeding on lone victims 
and city residents who wander the city 
streets), playing a deadly game of hide- 
and-seek beneath the city. Alternatively, 
Diaz can slowly start to regain his intelli¬ 
gence, and attempt to track Stallings 
down, blaming the physician for his condi¬ 
tion. If Diaz gains the ability to control his 
power pool, he will become extremely 
dangerous. He may use his sbapeshifting 
powers to get close to Stallings, perhaps 
at a charity function, and take revenge. 

Mockery is primarily intended as a 
campaign supplement, a powerful villain 
that can match several heroes at once and 
is an easy pawn for world beaters and 
megalomaniacs. 

Mockery is also a good villain to use 
against characters who have Mystery Pow¬ 
ers; the GM can use Mockery to give clues 
to the secrets of their powers (“Hey! He’s 
using my energy beam as a shield to pro¬ 
tect himself! I can't do that..”). Mockery is 
also designed to make characters “taste 
their own medicine. H If all the player char¬ 
acters possess lethal powers, they will 
have a deadlier fight on their hands than 
more moderately powered characters. 

Other Genres 

For GMs that want to use Reflections 
and Mockery in the world of GURPS 
Supers, Mockery should be given several 
levels of Mimic Super Ability, Morph and 
Regeneration (Instant). In addition, the 
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Reflections 


Research Facility may be attacked by 

TRADE agents (see GURPS Super Scum) 

as Diaz attempts to escape, giving a large 
group of heroes more trouble as they are 
trying to stop Diaz (A TRADE informer, 
working as an orderly in the hospital, 
called his TRADE contact when Diaz was 
reported to be escaping from the Bio¬ 
science wing; the TRADE agents are look¬ 
ing to steal the Regeneration Tank or to 
capture Mockery), 

Reflections is not limited to superhero 
campaigns; it can be used with Horror, 
Space and other genres. In Horror cam¬ 
paigns, the adventure can be structured 
after John Carpenter’s The Thing, with 
the action taking place in an isolated 
research facility located in Antarctica 
where the researchers are cut off from the 
outside world. For Space campaigns, the 
medical facility can also be moved to the 
moon, onto an orbiting satellite, or placed 
on a planet outside the solar system. 

Scenario Resolution 

If Mockery is defeated, Stallings will 
thank the PCs and state the hospital can 
sedate Diaz and keep him under lock and 
key, safe from the public. PCs, after wit¬ 
nessing Diaz’s powers, may be curious 
what will happen to Mockery in the hospi¬ 
tal; a paranormal that powerful should be 
carefully watched to see it is not abused or 
allowed to roam free. If a government 
agency hears about the creature, it will 
recommend Mockery be moved to a gov¬ 
ernment installation for study. 

The Regeneration Tank works, but the 
regenerative agent, in its undiluted state, 
can be harmful to living tissue. For the 
Tank to be safe, safety precautions must 
be added to the design to prevent a repeat 
of Diaz’ tragedy. If this is done, it could 
become a powerful force of healing in the 
world ... for those who can afford it. 

Medtech*’s Regen Tank: 1 BODY 
Regeneration, Extra Time: 24 Hours (-3 
1/2), must remain in tank the entire time 
(-1/2), OIF (Regen Tank, -1/2), Bulky (- 
1/2), Activation 14- (4/2). Active Points: 
10, Real Cost: 2 points. 

Wrapping if up 

If the PCs lose the battle in the hospital 
or fail to respond, this article will appear 
in the local newspaper the next day. Days 
later, it will be followed by reports of half- 


eaten bodies discovered throughout the 
city as Mockery eats to sustain itself. 

Five murders took place at the Laurel 
Hills Medical Research Facility yester¬ 
day; the victims were three doctors and 
two security guards stationed at the hos¬ 
pital. AH the bodies were missing limbs 
in addition to severe wounds on the 
upper chest and abdominal regions. 

Director Edward Stallings was at a 
loss to explain the murders. When ques¬ 
tioned about the missing patient stored 
in the Bioscience wing, Stallings replied, 

■ ‘7 have no idea what has happened to 
Mr. Diaz . He seemed to have been 
improving from his accident a month 
ago and on the road to a full recovery . / 
can only say the killer must have taken 
the body ivith him. ” The rest of the staff 
were not permitted to speak to 
reporters. 

Not all the bodies have been identr- 
fied f but a nurse believes one of them is 
Dr, Lee Carmine. This has raised some 
argument, for three people stationed at 
the front desk report Dr. Carmine left 
at 7:30 PM the day of the murders . 
According to Dr . Carmine s family, he 
never returned home, and his car is still 
in the hospital parking lot. Dr . Carmine 
is wanted for questioning. 

MOCKERY 

Antonio “Tony" Diaz 

Classification: Mutate, Threat 


Val 

Char 

Cost 

Combat Stats 

30 

STR 

20 

OCV: 7 

21 

DEX 

33 

DCV: 7 

30 

CON 

40 

ECV: 2 

10 

BODY 

0 

Phases: 3, 5, 

6 

INT 

-4 

8, 10, 12 

6 

EGO 

-8 

Costs 

10 

PRE 

0 


2 

COM 

-4 

Char: 132 

6 

PD 

0 

+ 

6 

ED 

0 

Powers: 868 

5 

SPD 

19 

= 

20 

REC 

16 

Base: 100 

60 

END 

0 

+ 

60 

STUN 

20 

Disads:900 
Total =1000 

Cost 

Powers 



741 Variable Power Pool (Active 
Points: 600), Must be able to Sense Char¬ 
acter (i.e., be within Sense range), No Skill 
Roll required for change (+1), Must Mimic 
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Reflections 


Target s Powers in order of Active Points (- 
1/2), Does not know how to use the tar¬ 
get’s powers and may not know he has 
them — see Powers/Tactics (-1/4), Cannot 
mimic magical or technological powers and 
cannot mimic skills (-2), Mockery picks up 
any Disadvantages that are tied to the pow¬ 
ers or molecular structure of a target (Vul¬ 
nerabilities, Distinctive Features, Physical 
Limitations, Susceptibilities, etc.) (-1/2) 

36 2D6 HKA (Claws or Fangs), 0 

END (+1/2), No KB (-1/4) 

20 3 BODY Regeneration/Turn, 

Costs END M/2) 3 END 

30 Damage Reduction 50%, Physical 
and Energy, Costs END (-1/2), Resistant 
3 END 

15 Full Life Support, 1 Full Phase 
delay (-1/2), costs END (-1/2) 3 END 

7 Shape Shift (Humanoids), No 

Conscious Control (-2) 3 END 

15 Sense Biological Signatures at 
Range, Discriminatory 

Skills 

4 +2 Combat Levels with HKA 

100+ Disadvantages 
20 Berserk if Cornered or Entangled, 
11 -, 8 - 

20 Psychological Limitation; Animal¬ 
istic (Common, Total) 

20 Distinctive Features: Hideous 
Creature covered with writhing folds of 
flesh and scar tissue (Concealable, Extreme 
Reaction) 

15 Hunted by Medtech™ Research 
Facility (As Row) 11- 

10 Public ID: Dr* Antonio Diaz 
890 Rampaging Superpowered Preda¬ 
tor Bonus 

Background: Antonio Diaz was an 
aspiring researcher at the Laurel Hills Med¬ 
ical Research Facility* One Friday night 
after work, Antonio was drinking with 
friends at a local bar when he observed two 
patrons, a man and a woman, arguing 
loudly. The man’s temper flared, and he 
struck the woman; when Diaz intervened, 
the man attacked Diaz and the two of them 
fought until the bartender broke up the 
fight and threw the man out. Although 
Antonio suffered a few bruises, he was not 
seriously hurt; after making sure the 
woman was all right, he rejoined his 
friends. 

When Antonio left the bar hours later, 
the man was watching him from his car 
and followed him home* After Diaz had 
parked his car and was crossing the street 
to his apartment, the man ran him down 


and drove off, Diaz’s body was found min* 
utes later by a passing motorist, and an 
ambulance was called to take him to the 
nearest hospital, the Laurel Hills Medical 
Research Facility where Diaz worked. He 
was rushed to an operating room and 
through the doctor’s efforts, he survived, 
although his spine was damaged and he 
could not move his legs. Maimed, out of 
work and his financial situation shaky, 
Antonio became worried about his future. 

Dr. Stallings, the Director of Laurel 
Hills, approached Antonio with a solution, 
a way of ending their "mutual problem 1 '; he 
offered to pay Diaz's medical expenses if 
he volunteered for Medtech's experimental 
Regeneration Tank Stallings promised the 
tank would heal Diaz and enable him to 
walk again. Antonio, although hesitant at 
first, agreed. 

Whether the Tank would have healed 
Antonio is unknown, A chemical leak in the 
tank burned off 90% of Dia2’ skin and Diaz 
slipped into a coma; he has remained in 
the Bioscience wing for several months 
with no change in his condition. An hour 
before the start of Reflections, Diaz 
regained consciousness and attempted to 
escape from the lab. 

Personality: Mockery has no recollec¬ 
tion of its past due to extensive brain dam¬ 
age* It is confused and disoriented; if 
attacked, it will fight back with animal 
ferocity. If Mockery mimics an organism 
possessing paranormal intelligence, Mock¬ 
ery may gain an awareness of who and 
what it is. If this occurs, it may try to reason 
with its foes ( a H,,h...hey, waitaminute! 1m 
Antonio Diaz — no, wait, don’t hit me!...”)* 

Although its metabolism is several times 
more efficient than a normal human being, 
Mockery’s shapeshifting bums a great deal 
of energy, and Mockery needs to consume 
large amounts organic matter to sustain 
itself (trees, domestic pets, humans, etc.). 
Mockery prefers hunting for food rather 
than feeding on ambient plant life. 

Quote: “ E-mer-gency, ” 

Powers/Tactics: Mockery has the 
power to “sense” and mimic the biology of 
organisms. By subconsciously analyzing the 
cell structure of organisms close to it. 
Mockery can mass-produce the organism’s 
tissue until it resembles the lifeform it is 
mimicking, including any paranormal 
power the target possesses (as long as it is 
biological in nature). Mockery can duplicate 
only carbon-based cells, however; alien 
characters or those with a radically different 
biology cannot be "mocked,” and Mockery 

cannot duplicate gadgets, magical powers, 
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Reflections- 

skills, memories, or any talents characters 
possess that are not tied to their biology. If 
the PCs are a group of martial artists, 
armored heroes, or sorcerers, Mockery 
could be given photographic reflexes or 
have its powers modified by a magical enti¬ 
ty, giving Mockery the ability to duplicate 
magical spells and protections. 

Mockery cannot control its shapeshift- 
ing, nor the powers it gains. If Mockery 

duplicated a character P s energy blast, for 
example, the creature would not have the 
intelligence to realize it had the energy blast 
nor the skill to use it properly. This should 
be role-played in combat {“Its eyes are 
glowing; it appears disoriented. Suddenly, a 
stream of energy bursts from the creature s 
eyes and cuts a swath through the pave¬ 
ment near its feet...the creature shuffles 
back from the burning pavement, the glow 
fading-from its eyes. It looks as if it acciden¬ 
tally used your energy beams.”). Mockery 
usually attacks with its claws. 

Mockery can become powerful very 
quickly. It is not limited by the highest char¬ 
acteristics of its foes; if Mockery mimics 
say, Ogre (superhuman musculature) and 


Giganto (whose rock body provides 
strength), its strength will surpass both char¬ 
acters. Its new strength can be determined 
by adding the lifting STR (kg) of each char¬ 
acter. For example, Ogre can lift 100 tons 
(60 STR) and Giganto can lift 1600 tons 
(80 STR); Mockery can now lift 1700 tons, 
giving him a STR of 81, and he also gains 
Giganto *s vulnerability to sonics and Dis¬ 
tinctive Features, For DEX, CON, BODY, 

STUN, and so on, GMs should use their 
best estimate. 

It helps to “plot” the characteristics and 
powers of all the heroes Mockery will be 
fighting beforehand to speed up game play; 
if Mockery's Power Pool cannot duplicate 
all the characters present, it will retain the 
powers of heroes closest to it. 

Author's Note: Mockery has 600 
Active Points in his Power Pool; it is rec¬ 
ommended Mockery be given +100 Active 
Points for every PC over four it is fighting; 
GMs should always use their best judgment 
when setting the limits on Mockery’s power 
pool and should tailor Mockery to be a 
challenge for their PCs. 


Appearance: Before the accident, 
Antonio Diaz was an overweight Hispanic 
man in his late twenties, with black hair and 
a ready smile. He was polite and courteous 
to staff and patients, but easily angered if 
insulted in front of others. He was well-liked 
at the facility and had many friends. 

Mockery stands 5’8" with a hunched 

back and a thin, emaciated body. Its eye 
sockets are dark and hollow (Diaz s eyes 
were burned out by the chemical leak) and 
its skin writhes, a residual effect of the 
regenerative agent. When imitating a char¬ 
acter, Mockery resembles the target except 
for fangs, daws and a blank gaze; a charac¬ 
ter may see their girlfriend, mother, or 
teammate coming at them naked, fangs 
and claws extended. Mockery will always 
lack the genitalia and reproductive organs 
of the target. 

Mockery echoes words in a halting, 
rasping hiss, □ 
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By Frank Merenda ©1995 


Each issue Close Encounters of the 
Random Kind (CERK) features random 
encounterfevent tables which the Game 
Master can simply drop into his current 
campaign. / mil try to cover various 
genres of gaming and keep the informa¬ 
tion generic enough to be used with any 
system, Readers are encouraged to con¬ 
tribute to this column or suggest ideas 
and topics for future tables. 

JRB 


Magical Side Effects Table 

by Frank Merenda 


A s we approached the alley, / 
could hear Romey in there recit¬ 
ing his favorite spell, J Street 
Scum to Rodentsin an ominous voice. 
/ slowed to a walk. Romey would have 
the situation well in hand by the time 
we got to him .. The others slowed too 
and we sheathed our swords. 

When 1 turned the corner into the 
alley, Romey screamed . A dark mass, 
like a thundercloud, engulfed him and 
swirled about his body. We watched in 
horror as red and blue bolts of lightning 
shot from the sky into Romey’s twisted 
form * 

Not even Romey could survive such a 
thing. It seemed like an eternity but the 
show ended in a few moments. The 
dark mass funneled into the sky and 
suddenly the alley was near dark again . 
Romey stood with his bacfc to us, facing 
his attackers. Shock spread across their 
faces and they ran away. He turned 
toward us t chuckling * 

Romey 1 s body was unchanged as far 
as I could tell - still in his fine tunic 
and cloak, but his head had trans¬ 


formed into that of a hideous beast, 
grinning wildly. / didn't know whether 
to laugh or scream in terror, J think 
what came out was a little of both * 

“What,,,,” he stammered . “What’s 
wrong with you guys?” 

* The following table can be used in a 
variety of ways: as a source of side effects 
due to prolonged use of magic; minor 
curses caused by spells or cursed magic 
items; side effects caused by critical spell 
failures, or for any other use the 
gamemaster wishes. 

Transformations can take place instant¬ 
ly or can happen over a period of time. 
Some effects require the problem to be 
roleplayed, so you may want to make sure 
that the character is willing and able to do 
so. Feel free to roll percentile dice for a 
random effect or choose one that best 
suits your situation and campaign. Lastly, 
these are only suggestions. Use them as a 
starting point to embellish upon. 


Table I 
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. Grow ram boms, 

... .Hair becomes white. 


03 

04 

05 

06 

07 

08 

09 

10 

11 

12 

13 

14 

15 

16 

17 

18 


.,. .Hair becomes a randan color (see table D}. 
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.Go bald. 


.Hair and beard grow at an extraordinary rate. 

..... Lose all body hair, 

.. Whole body grows fur. 

if female, grow a beard; if male, grow breasts, 

.. Skin becomes pale white. 

, . .. .Skin changes color, (see table D}. 

.. Skin becomes ebony black. 

....., .Skin becomes scaly. 

............ ---- .Eyes turn deep red. 


.. .Eyes turn a random color. 

— *,,*.,,.* .Irises change shape. 

. . .Eyesight deteriorates until blindness occurs. 

-- Body's appearance ages 50 years. 

... Body becomes wizened* 


19 ... Becomes thin and sickly. 

factually lose 50^ 100 lbs as well as health . stamina, or hit points) 

20 .Weight gain - 100-200 lbs, 

21 . .Fingernails turn black and look rotten. 

22 .Fingernails grow at an extraordinary rate. 

23 . Get permanent body odor. 

24 ., *.. Get a chronic head cold, 

25 .......... .*__Gender changes. 

26 ...,. Narcolepsy - falls asleep easily, 

27 .Become nocturnal - must sleep during the day 

28 .Chronic insomnia. 

29 , * .Need about twelve hours sleep every night. 

30 .......... .Plagued with terrible nightmares. 

31 .Tongue becomes thin and forked, 

32 .,, * *..., * Nose becomes deformed . 

33 .. . * .Ears grow large and floppy. 

34 * .Grow ears of a random animal (see table DI). 

35 . .Grow extra digits on hands and feet, 

36 .,, *. * .Head grows too large for body. 

37 .... Limbs shrivel and becomes useless, 

38 . Body glows just beneath the skin. 

39 Voice changes - doesn’t resemble character’s. 

40 ...Lose your voice, 

41 ,, * .Hearing deteriorates until deafness occurs, 

42 .* *. .Lose sense of smell. 

43 .... .Lose sense of taste. 

44 , * *. .*.,**,,,,** .Lose all your teeth. 

45 . .. Must eat 3x normal to sustain weight, 

46 ... *. Lose your appetite* 

47 .,., * .Acquire a taste for a random food, 

(refuses to eat anything eke) 

48 , . Graves sweets. Refuses to eat anything else* 

49 +*,,***,,**,,** Get arthritis, 

50 . .Constantly smells a bad odor, {no one eke does)* 

51 . Hear constant buzzing in your ears. 

52 . ,*,,*,. .Chronic and severe flatulence. 

53 .Belch constantly for an hour after every meal, 

54 .*.A tune is forever in your head, 

55 . *,, .Develop an addiction to alcohol or drugs 

56 ... Memory is severely damaged 

57 ,**,,* . Develop a fear of open spaces 

58 . .Develop claustrophobia 

59 ... Slowly transforms into random animal, 

(see animal table) 
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60 .Take on the looks of a random animal, 

61 .. >.. .Face becomes hideously ugly, 

62 .Cats or dogs follow you around. 

63 ..,. Dogs bark and howl when you are near, 

64 .,..Vultures circle above you. 

65 . Become a magnet for supernatural creatures, 

66 .A doud of flies often circles your head 

67 ...All domestic animals are afraid of you 

68,....... Always feel too hot or too cold 

69 Temp within a 20’ radius is 30 degrees hotter. 

70 .Temp within a 20’ radius is 40 degrees colder, 

71 ...Body becomes supercharged, 

(causing damage to anyone touching you) 

72 ....... .*.. Touch is icy to others 

73 .. Touch is very hot to others 

74 .... .Body becomes non-material, 

(ran still talk and cast spells but can’t touch or carry anting ,J 

75 _.Contract a disease - leprosy, cancer, etc, 

76 .. The spell involved becomes a sentient spirit. 

(Jdkswing character around either harassing or befriending him) 

77 ......... Forget a spell, picked at random. 

78 .. Objects catch fire any time you cast a spell. 

79 ,, The closest plant dies when you casts a spell 


80 .... 50% of all spells cast will fail. 

81 _ _ ...... ,ltch for 2d6 minutes after spells. 


(at a minus to cast other spells during this time) 


82 . , . . . . Casting spells is painful, 

(you lose one hitpoirtf for every spell asst) 

83 . .. Give off a magical signal. 

(alerting all other mages within one mile) 

84 ..... A magical creature is summoned. 

(stalks you until one or the other is dead or banished) 

85 ............. Can only cast spells at night. 

86 . Can only cast spells during the day, 

87 . . The new moon diminishes your power and 
the full moon makes your power dangerously high. 

88 ..., .Become more vulnerable to magic spells. 

89 ,. .Casting spells causes damage to the nearest 

person or animal, 

90 ... .Casting a spell causes loss of voice for 

2d6 hours. 

91 .Spells have the opposite effect intended. 

92 . . . .... Lose an ability or skill, 

93 .............. .Companions afraid of you, 

94 ____ .No longer give off a shadow, 

95 ....... Touch turns gold and silver into lead. 

% .... Shrink 1-5 feet. 

97 ..... ..... .Grow 2-6 feet, 

98 _ You and a friend become mortal enemies. 

99 . .Paranoid - everyone wants your possessions, 

00 __ _ Possessive of something and want it all, 

(gold, magic items, power, ale, saltshakers, etc,) 


Table 11: Color Chart 



. Red 

. Blue 

. Green 

. Yellow 

. Orange 

. .Purple 

. Gold 

,,.............. -Silver 

. . White/Grey 

.Other (pink, turquoise, etc,) 


Table III; Random Beast 


1 ... . .. Snake/Lteard 

2 . .Monkey/Ape 

3 . Dog/Wolf 

4 .... .. .Cat/lion 
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. . Bear 
.. .Horse 

...... , ,.. ,Bii d 

,,.... .. ....... 1 todent 


10.. .Other (elephant, sloth, hippo, fish) 




PSSST'Z HEY FOSS, TELL 'EM 
THAT TABLE MASTER 

IS PERFECT FOR USE WITH 
OUR CERK TABLES// 

GO AHEAP '/ TELL 

EM/ 




the Spare Time Generator 


Exercise your creativity, 
^-fiot your dice-rolling hand! 

Need to equip an army? With 
TableMaster your computer will roll 
up thousands of magical swords' 
Generate gems for a dragon's hoard, 
daily weather for tee next year, 
towns and villages and everyone in 
them by name, cargo for a starship, 
a galaxy of planets to take it to, and 
someone to sell it to when you get 
there! TableMaster does tee tedious 
work and gives you the time you 
need to use your imagination. 



With TableMaster, you can translate virtually 
any table from paper to silicon. No matter 
what game you play, you can set up any 
table you need for TableMaster. (Of course, 
it comes with dozens of ready-to-use tables, 
too!) Unlike other gamers* aid programs, 
TableMaster lets you do what you need for 
your game, not what some programmer 
somewhere needed for his game. Use it at 
home to help set up, or put it on your laptop 
and take it to the game, tfs not just a 
free sure generator, or a character generator 
or a world generator.,, 

...its a Spare Time Generator! 



if your game store does not have TableMaster, send check or money 
order for $25 (Mass, residents add 5% tax) plus $3 shipping. 

Specify 5.25“ or 3.5“ discs. 

Wmtcrtrce Software - 6 Colbert Ave. #14 Maynard MA 01754 
(505) 597-2075 75225.©04€Pcompu©crve,oom 


System Requirements: 
MS-DOS 3.3 or later, 512K 
RAM, any video. Hard drive a 
printer helpful but not 
required. Great for laptops! 
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u /"Vuiet students! You there, Edra 

§ | is it? Yes, you, sit down and 

Vj^resheath that knife immediate¬ 
ly, MasterThurlain's course on knife fight¬ 
ing has concluded." 

Master Dulain, standing behind an 
intricately hand-carved wooden podium, 
stared the mischievous student into sub¬ 
mission. Satisfied he had restored order, 
he continued. 

"I trust that you are ready for another 
history lesson on Alderac. Undoubtedly 
you’ve already noticed the map under 
your writing tables. If you will please pull 

them out we will continue our,,, 

“Fendra! Stop that at once. If I catch 
you casting one more spitball cantrip, it's 
off to the Headmaster with you.” 

Master Dulain ran a trembling hand 
through the few thin grey strands of hair 
he had left on his head. He felt a vein 
throbbing on his forehead as his temper 
began to rise. He took a deep breathy 
painfully aware of the distinguished visitor 

who sat patiently to his left, 

“Now, without further ado, I d like to 
introduce Master Greytar to you. Master 
Greytar used to be Headmaster of this 
school before he retired. Undoubtedly, 
your parents, and perhaps even your 
grandparents received their tutelage under 
the kind teacher. 

“You will give Master Greytar your 
undivided attention — are you listening to 

me, Edra? And you will offer him the 
same respect you do toward your regular 
teachers, ” 

He stepped aside and gestured for the 
elderly Greytar to take the podium. The 
kindly old man smiled and slowly rose to 
his feet. 

He had a small stack of notes and 
maps crooked under his arm, but they 
were more for show than for reference. 
Today, Greytar would be talking from 
experience — first-hand experience. 

As he took his place behind the podi¬ 
um, his ancient fingers flipped through 
the pile of notes as he paused to gather 
his thoughts. 

“Morning students! It does my heart 
good to stand before a group of students 
again, 1 thank you for this opportunity. 

“Master Dulain has asked me to sup¬ 
plement your studies on Imperial Cities 
and towns, I have chosen the small town 
of Teron as my subject. "Why Teron? 1 
you ask. 


“In his memoirs, A Soldier s Journey, 
the legendary general, Terac, had this to 
say about Teron: They say that the Soult 
River Basin is good for breeding cattle; 
that the Grevan Steppes are prime for 
breeding horses. But Teron is only good 
for breeding thieves. 5 

“I couldn’t have said it better myself. 
There is just something about Teron that 
is ’no-good \ There's an old joke in the 
rank and file of the Legions that has been 
passed around for years. When somebody 
misplaces something and says, “I can’t 
seem to find my other shoe,” invariably 

someone else will quip, “It must be in 
Teron by now,’ 1 Ofttimes myself, I’ve 
wondered how many gold buttons and sil¬ 
ver buckles have ended up in the thieves 
market in Teron over the years. ” 

History of Teron 

Teron lies on the southwestern edge of 
the Sadok forest where the Grand Tirn 
River meets the Baltirn River. Two 
well-established trade routes merge at this 
point, making Teron an ideal place for 
merchants and weary travelers to lay over 
and exchange wares. 

As I’ve already indicated, Teron is 
notorious for the number of thieves and 
brigands that use the small trading center 
as a base to work from. If you will look at 
the map I have provided, you will see that 
the Sadok Forest completely surrounds 
the small town. The forest’s labyrinth of 
gullies and dark foliage provide quick 
escape and refuge. 

The site Teron occupies has been set¬ 
tled for nearly 500 years. The original 
settlement to occupy the site, Sadotia, 
was burned and destroyed in the year 5 
TR by order of the Emperor to curb the 
spread of the withering disease which had 
been sweeping up the Baltim river. 

In 32 TR the Emperor, Targeem III, 
began to establish a courier/patrol net¬ 
work throughout the Empire proper. Mil¬ 
lions of gold pieces were drained from the 
Imperial treasury to finance the program, 
which included the upgrading of roads 
and construction of new bridges. 

In 42 TR, under this same program a 
detachment of military engineers arrived 
at the ruins of Sadotia to build a bridge 
across the Baltim. The commander of the 
detachment was an undistinguished offi¬ 
cer named Etian Teron. The bridge con- 
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structed under his supervision soon 
became known as the Teron Bridge, 

A toll station was constructed on the 
west end of the bridge and two toll-takers 
took up permanent residence to collect 
the 2 kiver fee for crossing the bridge. It 
wasn’t long before an enterprising mer¬ 
chant from Torchga! constructed an inn 
on the east side of the bridge among the 
picturesque ruins of the old town. Others 
followed and the new town that began to 
take life came to be known as Teron. 

in 52 TR the two-man toll station was 
upgraded into an imperial Patrol Station. 
This was the provincial governor’s answer 
to the increased activity of thieves in the 
area Over the years the Station has been 
gradually expanded to its present day 
strength. 

In 64 TR an rich source of copper ore 
was discovered near Teron by a mason 
quarrying stone. The Empire claimed 
exclusive mining rights to the area and 
made immediate plans to begin mining 
operations. 

Convicted criminals were transported 
to the site by river from the Provincial 
Capital city of Abos to work the mines. 
The Imperial Patrol Station was given a 
dual role. In addition to norma! duties of 
patrolling the highways of the region, the 
station also was responsible for running 
the mines and seeing that ore shipments 
safely reached Abos. 

Sadok Thieves 

Over the years as mining activity has 
increased, more and more slaves and pris¬ 
oners have been brought in to supply 
labor. Thousands of slaves have escaped 
to freedom over the years into the web of 
the Sadok Forest. These runaway slaves 
have formed numerous bands of thieves 
and cutthroats which plague travellers 
throughout the region, 

‘Sadok Thieves 1 are known the Empire 
over. Many people mistakenly believe that 
the Sadoks are a single, unified band of 
thieves operating under the direction of a 
single Master. The truth, however, is that 
hundreds of bands are operating in the 
forests. One or two of the bands control 
vast areas and are notorious for their 
crimes. The Black Thorns are one such 
band. The Black Thoms became so pow¬ 
erful that they managed to seize control 
of Teron f s political structure and guilds. 
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The present Vard’Gra (Mayor) of 
Teron is Relnus Atchinkar. Relnus seized 
control of Teron in 105 TR after a bloody 
coup. Supporting his take-over was the 
Thieves Guild. The citizens held their 
breaths as rumors spread that the imperi¬ 
al Patrol Station had orders to secure 
Abos and to restore order. 

After an investigation by the command¬ 
ing officer, the Emperor was advised that 
the new Vard’Gra had in fact, stabilized the 

town s political control over the region and 
recommended that he be left in power. 
The Emperor complied and since that time 
Relnus has been elevated to a local hero 
for apparently standing up to the Emperor 
and living to talk about it. There have been 
rumors that Relnus ‘bought' the Imperial 
Commanders allegiance. 

For a small town, Teron has a very 
complex make-up. Various factions and 
clans have risen which have kept Teron 
embroiled in feuding and inter-fighting 
over the years. 


Explanation of Map Directory: 

Note: A very common structure in 
most imperial cities is the Grottle. Grot- 
ties are large buildings which sometimes 
take up several city blocks. They are at 
least two stories in height and sometimes 
up to four stories. 


The first floor of Grottles are filled with 
shops and businesses. The upper floors 
are the residences of the shopkeepers and 
their families. Many Grottles are occupied 
entirely by one family or clan. The shops 
found in each Grottle tend to be of one 
type or interrelated. For example one 
Grottle may have only metal-working 
industries and shops in it. Another may 
have only bakeries, butchers etc. 

In larger cities there are huge grottles 
which in addition to housing shops of one 
type, also hold the Guild Hall for that par¬ 
ticular craft or trade, 

1- Twist of Fate Inn: 

Proprietor: Janx Varstin 
The Twist of Fate Inn is the most 
prominent building in the main part of 
town. In addition to serving drinks and 
the best sour-meat stew in the region (a 
thick soup made from river-eel and wild 
onions), the Inn also is a front for the 
local Thieves Guild, Here stolen goods 
can be bought and sold in the backroom. 

Janx himself is not an active thief and 
devotes himself to the business of running 
the inn. He does not approve of the 
nefarious activity that takes place in his 
establishment. He allows it out of fear 
and pressure from the Guild, 

Janx is a retired soldier. He claims that 
as a young soldier, he was wounded by 


thieves on the road to Teron and spent 
three weeks recuperating in the Inn, 
Years later when he retired he passed 
through Teron and stayed at the Jnn, He 
was informed that the Inn was for sale 
and traded his pension papers to buy it. 
He renamed the Inn "Twist of Fate” and 
has been running it ever since. 

Janx has a fondness for anyone who 
has served in the Legions, He will gener¬ 
ally buy a round of drinks for anyone 
claiming to be a veteran and then talk of 
his experiences. 

2* Grottle — Farmers: 

This Grottle is occupied by farmers 
and their families. Besides tending to the 
communal crops (16) there are vineyards 
along the banks of the river, 

3. Broken Forge Smithy: 

Proprietor: Ralg "Moss” Klestron 

The Broken Forge draws much of its 
business from the local mining industry. 

Ralg makes and repairs pick-axes, 
shovels, chisels etc. Occasionally he pro¬ 
duces weapons on commission, Ralg has 
two apprentices working under him, 

Ralg is also the Master of the Guard 
for Teron's civilian Nightwatch. As such, 
Ralg is often suspicious and cold to 
strangers, 

4. Grottle — Bakers/Butchers: 

This Grottle specializes in baked goods 
as well as various meats. Many shops 
carry expensive cuts (of exotic animals) 
and will prepare gourmet dishes and 
stews for an extra fee. 

5. Warehouse: 

This large warehouse was once used to 
store wine while it aged. Several years 
ago a mysterious stranger to town bought 
the warehouse and had it emptied of its 
contents. One day a caravan arrived at 
Teron and twenty wagon-loads of goods 
were placed in the warehouse. The build¬ 
ing was then boarded up and the stranger 
has not been heard from since, 

6. VartFGra’s (Mayor) Manor: 

Relnus Atchinkar, Vard’Gra 

This impressive limestone building is 
the residence of the town’s Vard'Gra. 
The building is fairly new and was built by 


Brantar Etribar 

The famous Battle Officer Brantar was 
bom and raised in the town of Teron. 
Brantar s father commanded the Imperi¬ 
al Patrol Post at Teron for several years 
before being recalled to the capitol city 
of Soult Tet. 

in later years when Brantar was branded 
a traitor and a price was fixed on his 
head, the young officer returned to 
Teron where he was granted asylum 
among the Sadok Thieves. During his 
stay with the Sadoks, Brantar was able 
to make use of a vast underground com 
munications/trade networked that 
rivaled that of the Empire itself. 

More information on Brantar and his 
comrades can be found in the Bones of 
Ruin saga (issues 1 through 8), 
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the current Vard'Gra, (The old Vard’Gra’s 
Manor was burnt to the ground during 
Relnus' seizure of power.) 

The Vard'Gra spends most of his time 
confined to the Manor and apparently 
he’s not alone. From time to time a 
woman with extraordinarily red hair is 
seen looking out over an upper balcony. 

7. Town Hall — Guild Masters: 

This large stone building serves as the 
seat of the town's political structure. Here 
the business and affairs of Teron are con¬ 
ducted on a day-to-day basis. The Forum 
also serves as a courtroom where the 
Rader’Keem sits in judgment over the 
accused. 

It is against the town’s ordinances to 
carry weapons into the Forum. (Passed 
after an attempt on the Vard’Gra s life as 
he sat in session.) 

8. Tomb of Sadotia: 

This is the oldest structure in Teron 
and actually dates back to the original set* 
tlement of Sadotia. Sadotia is a very 
vague figure from history whose deeds 
have been lost with the passage of time. It 
is doubtful that anything of value lies with- 
in the tomb since the southern wall has 
obviously been breached years ago. 

9* RaderKeem’s Estate: 

Vintus Prator, Rader’Keem 

This is the personal residence of the 
Rader'Keem who is the appointed Imperi¬ 
al Judge of the Region. Vintus is a stern 
character and resists corruption. Vintus 
holds to the teachings of the Kabatroth 
which basically state that it is better for 
the innocent to be punished then for the 
guilty to go free. When it was pointed out 
that a man he had sentenced was actually 
innocent', Vintus commented, 'It matters 
very little. He was guilty of something. 
I'm sure of that. " 

10. Stable: 

This large stable was partially 
destroyed by fire recently and is undergo¬ 
ing repairs. (The building caught fire 
when the Temple of Benyar burned 
down.) The building belongs to the Bright 
Copper (Blacksmith). Usually Xd3G horses 
are kept here. There are also four rooms 
for rent in the upper lofts. (25% chance 
there will be a vacancy .) 


1Vestimar Forum (Marketplatz); 

This is not a building but a large area 
paved with stone. Here vendors set up 
their tents and sell a wide variety of 
goods. Merchants must pay a 10 SR fee 
per week to set up a booth. On important 
occasions civic functions and festivals are 
held at the forum. The Forum closes at 
sundown. In the center of the forum is a 
pillory where criminals are chained and 
exposed to public ridicule. 

12 * Temple of Benyar (Ruins): 

This was the temple of Benyar. Now 
only charred timbers jut out of the frag¬ 
mented stone walls. The blackened walls are 
covered with flowers and religious symbols 
left by distraught followers, ft is rumored 
that a new Benyaran Priest has been dis* 
patched from Abos and will be reporting 
shortly. (The temples were destroyed 
recently by an army of thieves who were 
followers of Aknar. Details are available in 
"The Dead Guild,* SHADE *7.) 

13- Temple of Shona: 

This temple is also in ruins but there 
are already signs of reconstruction under¬ 
way. Since the Vard'Gra of Teron Is a 
devoted follower of Shona, the temple 
has received special attention (and divert¬ 
ed funds from the town treasury), 

14. Grottle (Metalworkers) 

This grottle is devoted to the metal- 
crafts. Since copper and tin are readily 
available from the mines there are an 
abundance of items made from these 
materials. 

15. Grottle (Lower-Class) 

This large duster of buildings has been 
relegated to the lower classes. The build¬ 
ing is in appalling condition. Among 
those who choose to live here are freed* 
men, fugitives and those lacking the skills 
to find good work. This Grottle attracts 
illegal trade and activity. 

16. Communal Crops 

Here various crops are grown as a 
joint effort by the citizens of Teron, This 
is a common system throughout the 
Empire. Citizens invest money at the 
beginning of each growing season and 
receive shares of the harvest based on the 


amount of money invested, The small 
building is the residence of the Crop Mas¬ 
ter and his workers. 

17. Tfie Brass Tankard; 

Proprietor: Jarl Pakor 

This inn and tavern boasts a fighting 
arena. On most nights patrons can watch 
men and beasts engage in bloody brawls 
(commonly billed as "Free-For-All 
Brawls"). Tournaments are run in which 
winners move on to other cities and 
towns in the province to compete for 
large purses. Blunt weapons are the norm 
and Jarl attempts to halt the fights just 
short of one combatant suffering a fatal 
injury, but death in the pit is not uncom¬ 
mon, The Imperial Patrol commander 
proclaimed this Tavern off limits to his 
soldiers recently, cutting the Tankard s 
business nearly in half, Jarl is a middle- 
aged man with a terrible temper that is 
famous in Teron. It is said he once pulled 
an Imperial Officer off his horse and 
bashed his face in for splattering mud on 
him. [He served four months in Stone 
Keep for that offense.) 

18. Imperial Patrol Barracks: 

This building serves as the barracks for 
soldiers assigned to the Imperial Patrol 
Post. There are also kitchen and dining 
facilities located in the building. 

19. Imperial Patrol Post 

Officer In Charge: Tintial Clast, Captain 

This building serves as Headquarters 
for the local Imperial Patrol. From here 
daily patrols and escorts are dispatched to 
Herstival, Torchgal and Saraka, 

Up to one hundred horses are kept in 
the fenced area behind the building. The 
building is partitioned into a stable, a 
smithy and the officers’ quarters and 
offices. In addition there is an armory and 
a small vault which holds the detach¬ 
ment’s payroll and treasury. 

Besides patrolling the roads and trade 
routes, the Post also is responsible for 
collecting the tolls for Teron Bridge and 
guarding the bridge in times of crisis. 

Tintial Clast, the officer in charge of 
the post, is an old soldier with a long bat¬ 
tle record under his belt. It is rumored 
that he had an affair with an Imperial 
Senator’s wife. When the affair was 
brought to light, Clast was demoted and 
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Saw-Backed Lunger 

^he Baltim River is infamous throughout the Empire because the deadly Lunger 
thrives in its muddy waters. This ambush predator preys on land-animals which travel 
along river banks and even low bridges. They wait unitl a suitable victim approaches 
the water’s edge closely enough and then tunge from the water (the average Lunger 
can leap 10 to 15 feet) and ensares its victim with its barbed tail, (see SHADIS no. 8 
for a full descriptive write up and stats.) 
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assigned to Teron. Clast keeps to himself 
most of the time and seldom frequents 
the taverns or inns. 

20* Stone Keep: 

This large stone structure stands empty 
and in near ruins. It was originally a small 
fortified keep constructed during the 
Ragean Civil War. It has several prison 
cells in its lower chambers which are 
occasionally put to use by the Imperial 
Patrol. For the most part, however, the 

building is uninhabited. 

21. Bright Copper (Blacksmith): 

This smithy is operated by Hangus 
Tal’kar. Hangus is notable because he 
was once a slave and fought as a gladiator 
in the arenas. He was freed and given a 
sizeable sum of money after winning a 
great victory in the arena. Hangus put his 
money to good use and built his own busi¬ 
ness. Hangus loves horses and breeds 
them. He loves to boast that he has the 
only two full blooded Sarlangan Horses in 
the province. 

22. Gentle Ox (General Store): 

This store sells a wide variety of non- 
perishable goods. A woman runs the 
store (Jiltris Malrane). Her husband mys¬ 
teriously disappeared about ten years ago, 
about the time the thieves were burning 
down temples. 

23. Grottle (Leather/Furriers): 

This Grottle is occupied by leather- 
workers and furriers. Local citizens refer 
to this Grottle as "Stench’. It seems that 
the furriers are a little lax in disposing of 
the animals’ carcasses after they are 
skinned, 

24. Grottle (Armorers): 

This is an unusual Grottle and is occu¬ 
pied by a single clan. Armor for the Impe¬ 
rial Legions is made here and shipped to 
Abos. The head of the clan is Yartan 
Hars’fang, Under his stem supervision, 
bronze breast plates and shields are ham¬ 
mered out and polished to a high gleam. 

25. Grottle (Lower-Class): 

This grottle is similar to 15. 
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26. Temple of Gron’Fyr: 

This temple to the god of the dead sits 
in a remote area on the edge of town. 
The community graveyard is located 
behind the temple. The temple is nothing 
but a fire-gutted building now; the thieves 
did their work well. There is a small path 
leading into the forest near the temple 
which leads to a forest shrine. 

27. Temple of Aknar: 

Aknar is associated with wolves, 
Sturm-wolves in particular, The god is 
popular among thieves, soldiers, and 
hunters. It is purported that Aknar can 
bestow prowess and stealth upon the 
faithful. 

* 

28. Barracks (Slaves/Miners): 

This large building serves as barracks 
for the mine workers. The building is 
made of stone and is fortified. There is a 
guard-house built into the barracks which 
houses eight guards and a captain. 

29. Master of the Mines* Quarters: 

This is where the officer in charge of 
the mines lives along with his family. The 
building also houses a guard room and a 
vault. 
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30. North Mine: 

This is the entrance to North Mine. It 
was the first mine to be tunneled and is 
the deeper of the two. 

31. South Mine: 

This is the entrance to South Mine. It 
produces more copper than North Mine. 
A secret tunnel to the Thieves Guild runs 
from this mine. The entrance to this 
secret tunnel is concealed by several false 
support beams. 

Closing Notes 

Teron is part of the Game Master's 
Workshop. GMs can take the setting, 
detail it further to fit the feel of their own 
campaign and simply drop it along a 
major trading route in their world. 

GMs will find that the articles Just 
Rewards for the Unjust (SHADIS no. 
8), and Grod Mondre: Arena of Death 
(SHADIS no. 10) will help flesh out this 
setting very nicely. 

Furthermore, i offer an open invitation 
to our reading audience — if you design 
an adventure or further detail some 
aspect of Teron, send it on in. We may 
run an sequel to this article in the future, 

JRB 
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Zoe Gucumatz 

Occupation: Anthropology 
Skills: Anthropology, Ancient History 
Motivation: Acquiring Knowledge 
Weaknesses: Stubborn 

Zoe Gucumatz is of Mexican heritage 
but was actually raised in California where 
she attend the University of Southern Cali¬ 
fornia. She graduated with a degree in 
anthropology and ancient history specializ¬ 
ing in Middle and South American antiqui¬ 
ties, For a while she earned money by 
tutoring at the university until she was 
selected to be part of a prestigious research 
project. 

The project involved a field study of a 
newly discovered Mayan ruin in Guatemala 
and Zoe eagerly accepted the assignment. 
The trip was not particularly fruitful and 
seemed jinxed from the start. 

Zoe was perplexed to hear strange sto¬ 
ries from the local folk of disturbances in 
the area that seemed to have begun when 
the temple was first disturbed. 

She took it upon herself to investigate 
further and came to the disturbing conclu¬ 
sion that the temple was still being used by 
a Mayan cult intent on protecting the site 
from outsiders. She has become obsessed 
with learning more of the ancient cult and 
the site. □ 

Tonia Walden 


Alan Jeffries 

Occupation: Freelance Photographer 
Skills: Photography, Occult Knowledge 
Motivation: Obsession 
Weaknesses: Gullible, Kind Hearted 

Alan is good natured and kind but also 
rather insane. He collects anything on the 
supernatural phenomenon and has extensive 
files of photos, reports and newspaper dip¬ 
pings, He is obsessed with the supernatural 
but unfortunately he doesn't discriminate 
between what may be genuine reports and 
obvious lies — he believes all of it. 

Alan has actually snapped pictures of gen¬ 
uine hauntings (which hasn't helped his sanity 
one little bit), but because of his dubious repu¬ 
tation no one will believe a word of his sto¬ 
ries. 

Luckily, for all of his eccentricities, he is a 
rather good photographer and manages to 
make a living selling photos to magazines and 
an occasional photo shoot of a wedding or 
christenings (just as long as he refrains from 
mixing with the guests). 

Alan would much rather be pursuing his 
hobby and is easy to convince to come along 
on any trip that sounds as if it might be inter¬ 
esting. He recently got wind of Zoes Mayan 
temple and has been trying to locate the site 
so he can photograph the cult practicing one 
of its dark rituals, □ 

Tonia Walden 


Bernadette O’Burne 

Occupation: Tabloid Reporter 
Skills: Brawling, Writing 
Motivation: To become independent 
Weaknesses: Lightning Quick Temper 
Bernadette comes from a large Irish 
Catholic family who recently have emigrat¬ 
ed to America She is a short, young girl 
who often surprises people when her tem¬ 
per is aroused. Growing up with a large 
number of brothers has made her quite 
competent in a fight. 

Although her family couldn't afford to 
send her to college, she found she had a 
talent for writing and managed to get a job 
with a local tabloid paper wnich reports on 
gossip, scandal and strange occurrences 
(most of which is blatant fabrication). She 
saw this as a way to gain financial inde¬ 
pendence and move away from home. 
When following up on a story about a 
supposed vampire, Bernie actually saw the 
creature attack a person. She tried to help 
but was knocked unconscious. When she 
came around, both creature and victim 
were gone. 

Bernie has no idea what happened that 
night, but she has started taking the super¬ 
natural seriously and is trying to find more 
factual examples of unexplained phenome¬ 
non. She is also trying to continue her 
investigation of the vampiric creature, 
Bernie s path has crossed with Alan 
Jeffries several times. □ 

Tonia Walden 
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Galactic Empires is a science notion iracnnc 
card game. While in command or Secto 
Headquarters you conquer terrain; deploy 
bases, ships, crew and special equipment 
and cautiously avoid space monsters, hazard: 
and other occurrences. The objective 
Eliminate your opponents' Sector HQs, con 
quo ring the sector and eventually the galaxy. 

Players choose which empire they will rep 
resent K rebiz. Argoman, Corporation 
Mechad, BoJaar, Vekirean. Indirrgan Dragon 
Scorpuad, Clydon Tutor, or PO f Mon 

empires will be added to the game on a regu 
Sar basis through additional expansion sets 
Game Mechanics; Each player uses his.owi 
deck of cards (Basic Game allows two player; 
io use one dock). There can bo as many or a: 
few cards in the deck as you wish. Each turi 
consists 0‘ applying \ hu output from your tcr 
ram io your bases & ships, playing cards fror 
your hand and firing weapons. 

The Cards Themselves. Each card is in d a 2 
zimg full color from an assortment of diherer 
artists and illustrators. Each card has th 


rategy 

cienco 


of spaceship combat and a lanu 
fiction flam 

Galacbc Empires lets you live 
fiction, control events in outerspa 
nence the Far Side of the galaxy. Every sc 
ence fiction enthusiast should gel tms game 


for Details: 1-800-49-GAMES or 607-652-9038 
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The Men in Black Suits 

Occupation: Unknown 
Skills; Intimidation, Stealth 
Motivation: Disinformation 
Weaknesses: Single Minded, Humorless 
The MIBS manifest as men dressed in 
black suits. They usually appear to 
occult/paranormal investigators who are too 
close to uncovering important information 
about the supernatural or unexplained phe¬ 
nomena (such as UFO sightings and abduc¬ 
tions). The MIBS attempt to intimidate their 
target, saying they work for the government 
and that the investigators research is threaten¬ 
ing national security. However they wilt not 
say exactly which branch of government they 
represent and they are usually assumed to 
belong to the ClA or FBI. 

They behavior and appearance is slightly 
odd and unsettling. They usually have exten¬ 
sive knowledge about the unfortunate inves¬ 
tigator they are targeting. 

After a visit by the MIBS, the target may 
start to have crippling headaches every time 
they attempt to talk about their discoveries. 
Occasionally unfortunate accidents may 
occur to the target or his associates. 

Some people believe the MIBS are not 
government officials at all but emissaries of 
supernatural forces attempting to hamper 
the work of investigators. □ 

Tonia Waiden 


Grant Blake 

Occupation: Chaos Magician 
Skills; Chaos Magic, Fast Talk 

Motivation: Power 

Weaknesses: Drinking, Over-confidence 
Blake was bom in Scotland in the fifties. 
He studied all sorts of esoteric philosophies 
and religions during his university years and 
became interested in magic in all its forms. 
He was fascinated with the idea that the nat¬ 
ural order of the universe could be changed 
by the application of supernatural energies. 

He particularly became fascinated with 
Chaos magic and made it his speciality. 
Magic requires energy to perform and Blake 
gains his from assimilating magical beings 
such as nature spirits (or fairies as they are 
also known) which makes him their sworn 
enemy, 

Blake has been hunting them for years 
now, whenever he needs to perform a ritual, 
and he has become very adept at avoiding 
their cunning traps and taunts. He uses his 
magic usually for personal gain or for anar¬ 
chist reasons — he has a strong dislike for 
organized religion. 

Blake is an interesting companion, though 
not particularly trustworthy. His hobbies are 
collecting paraphernalia from the 1960s and 
pub crawling {which is an easy way to make 
him become chatty), □ 

Tonia Walden 


Rose Marie 

Occupation: Psychic Con-Artist 
Skills: Electronics, Gadgetry 
Motivation; Accumulating wealth 
Weaknesses: Poor Health 

Rose was born to an English family but 
was brought up by her aunt after she was 
orphaned at an early age. Her aunt was 
interested in the occult and used to hold 
seances at her house which fascinated 
young Rose, 

She realized that by a bit of trickery, 
her aunt’s friends could be convinced that 
ghosts were visiting them. There was 
money to be made from the gullible and 
Rose soon developed a repertoire of iS psy¬ 
chic" talents that she could use to trick 
people. Her real love was electronics and 
she put herself through college with her 
part time "psychic” skills. 

Rose doesn't believe in the supernatural 
as she realizes how easy it is to fake such 
phenomena with gadgets and gismos. 
However, she is an invaluable source of 
occult lore and is an expert at fixing, sabo¬ 
taging or altering electrical equipment to 
produce all sorts of biszare effects. 

She is also commonly sought out to 
expose other fakes by detecting their tricks 
and equipment, □ 

Tonia Walden 
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Koblo 

Type: African Spirit 
Skills: Psychic assault 
Motivation: Death and destruction 
Weaknesses: Bound to fetish 

Koblo is a spirit that has been bound to 
a fetish (statuette) by an African sorcerer. 
He is used by the sorcerer to search out 
those who have committed crimes; he then 
destroys the criminal. The fetish he is 
bound to resembles a human figure carved 
from wood and its lower half is bound with 
cloth. The sorcerer sometimes inserts nails 
into the fetish to make Koblo angry when 
he is going to send him out against a erimi- 

nal. 

If Koblo’s fetish should come into the 
possession of someone other than the cre¬ 
ating sorcerer, he will not be able to be 
controlled and may cause random death 
and destruction. If his fetish is destroyed he 
will be free and may return to his own 
realm. However he may decide to haunt 
the local area until he is captured or 
expelled by another sorcerer. He can be 
talked to through a medium, as he is intelli¬ 
gent but also very angry and stubborn, □ 

Tonia Walden 


Baron Samedi 

Type: Voodoo Death Spirit 
Skills: Possession 
Motivation: Guarding the dead 
Weaknesses: Rum 

Baron Samedi is one of the Guede who 
are the spirits of death of the Voodoo reli¬ 
gion of Haiti, Other members of the Guede 
include Baron Cemetery, Baron Cross and 
Mamam Bridgitte. They are part of the huge 
number of loa (spirits or gods) of the Voodoo 
religion. The Guede are wise due to the 
knowledge they accumulate from the spirits 
of the dead and they protect graveyards from 
desecration and bodysnatchers. 

Their followers give the Guede offerings 
such as rum and tobacco to gain favors, 
Voodoo involves possession of the willing 
worshippers by the loa. The worshipper 
goes into a trance and then takes on the per¬ 
sonality of the spirit. If a follower is pos¬ 
sessed by the Guede they always act in a 
reckless outlandishly manner and will attempt 
to seduce members of the opposite sex. 

They are powerful spirits and are often 
beyond the control of mediums (or hougans). 
The Guede resemble undertakers wearing 
black top hats and frock coats. Alternately 
they may mimic the appearances of corpses 
dressing up in bandages, □ 

Tonia Walden 


Yarama 

Type: Vampiric bush creature 
Skills: Ambush 

Motivation: Feeding and sleeping 
Weaknesses: Laziness 

The Yarama is a vampire of Australian 
Aboriginal myth. It lives in trees in isolated 
bushland usually near a body of water, which 
it knows thirsty animals and humans will stop 
at to drink. The Yarama waits until a victim 
passes underneath its hiding spot and then 
pounces. 

It fastens onto the unfortunate person by 
means of the suckers it has on the end of its 
hands and feet and then drains them of 
blood. It then swallows its victim whole. 
Sometimes the victim may escape by forcing 
its way out of the creature’s stomach while it 
is asleep. Unfortunately, they are doomed to 
become a Yarama after they die. 

Attacks from this creature can be prevent¬ 
ed by making a small incision in one’s body 
and offering up a protection prayer before 
entering an area thought to be inhabited by 
Yarama. This free letting of blood means the 
Yarama cannot come and take it forcibly. □ 

Tonia Walden 
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nook, 
ine & 
Sinker 



Adventures on the Fly! 



Edited by Jolly R. Blackburn 


What is a Hook, 

Line & Sinker? 

Hook, Line & Sinker is one 
of the most popular columns to 
have appeared in SHADIS. For 
the benefit of our new readers, an 
HLS is a brief plot-line for an 
adventure presented in a simple 
format, HLS scenarios are gener¬ 
ic and designed to give the Game- 
master the seeds for an adventure 
that he can build around. They 
come in handy when the GM 
has nothing else prepared, or 
finds the party has outpaced him 
and the prepared adventure sud¬ 
denly ends. Readers are encour¬ 
aged to submit HLS scenarios for 
any genre. 

Explanation 

Hook. The current situation or 
location of the adventuring party. 

Line. An opportunity for adven¬ 
ture that presents itself to the 
party. A line is normally present¬ 
ed as a short paragraph. Think of 
the line as the “bait” to lure the 
party into an adventure. 

Sinker. The clincher to the fine. 
The sinker presents the GM with 
a dilemma that makes the situa¬ 
tion a true adventure, 


A Dirty Low Down Shaman 

Hook: A forest or tropical jungle is the 
starting point for this adventure. For 
reasons that become clear later on, the 
party should be far from civilization. 

Line; One or more members of the party 
begin experiencing extremely unpleasant 


symptoms ranging from nausea and dizzi¬ 
ness to acute shortness of breath. The 
cause of these symptoms should not be 
readily apparent but everything from a 
rare tropical disease to bites from poiso¬ 
nous insects may be suggested by the 
GM. Magical cures will prove ineffective 
and the debilitating effects of the ailment 
will soon reach alarming proportions. 
When all seems lost, the party will 
encounter a shaman/herbalist who pro¬ 
fesses expertise in treating this specific 
magic-resistant malady, ■ The 
shaman/herbalist will charge the party an 
exorbitant fee for the "cure”. This cure 
consists of several potions and elixers 
administered over the course of several 
weeks, A shrewd businessman, the 
shaman will bankrupt the party, but the 
symptoms will subside, supposedly due to 
the shaman’s ministrations. 

Sinker: At the next village, the party will 
notice a young lad suffering from symp¬ 
toms identical to those which affected 
them. There they will learn that a certain 
plant indigenous to the area produces 
allergic reactions in most people. The vil¬ 
lagers use ordinary poultices to treat the 
afflicted and the symptoms subside after a 
week or so on their own. Now the party 
must find the charlatan who duped them, 

David Lashley 

A Conspiracy Behind Every Tree 

Hook: The party is lounging in a tavern 
when an aging man bursts in ranting about 
a threat to the duchess (or other local 
noble). "The Dark Riders have returned!” 
he shouts as he is escorted from the 
premises. All of the town locals recognize 
the old man as Kalos, a crazy old man who 
has been predicting threats on the duchess' 
life for years and years now. His reputation 
is so poor that even when the duchess’ hus¬ 


band is poisoned two nights later no one 
credits Kalos 1 warning. 

Line: The duchess is offering a hefty 
reward for the capture of those responsible 
for her husband s murder. Adventurers and 
investigators from far and wide are con¬ 
verging on the city to collect the reward, 
Kalos finds one or two of the party mem¬ 
bers and motions them into an alley. He 
claims to know where those responsible for 
the attack operate from, and volunteers to 
lead the party there. He explains that in his 
younger years he was quite the adventurer. 
His last encounter was years ago against a 
group known as the Dark Riders, a band 
formed long ago by the duchess’ brother as 
a means to destroy his sister and to gain 
him the throne. 

Sinker: Kalos is now the leader of the 
Dark Riders. The duchess’ brother died in 
their first attempts to wrest power from his 
sister. Since then, Kalos, his devoted and 
fanatical follower, has raised a new group 
of Dark Riders from the children of the 
original Dark Riders and children he had 
abducted over the years. Over the years, 
Kalos has become dedicated to killing the 
duchess. His plan is to lure the party into 
an ambush, kill them, and have his soldiers 
present them to the duchess as the kidnap¬ 
pers, Since he knows all the circumstances 
surrounding the duke's murder, he can 
frame the party perfectly. And after his 
Dark Riders have won the duchess' favor, it 
will be an easy thing to kill her off. 

Danyl Landis 

Been There, Done That 

Hook: The party is in the middle of prowl¬ 
ing through some dungeon, mad wizards 
fortress, haunted castle, etc., when they 
enter a room inhabited with some nasty 
critters, and a vault type door. 

Line: The party dispatches the nasty crit¬ 
ters, who should be something appropriate 
for the dungeon, but of moderate strength 
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compared to the characters* in other 
words, not too tough, but not pushovers 
either. Having slain the monsters, the party 
should be able to open the vault door, but 
instead of treasure behind the vault door, 
they find a corridor that seems to go some 
distance with a door at the end. 

Sinker; If the party goes down the corri¬ 
dor, and through the door, they 1 11 find 
themselves in a room exactly like the one 
they just left, with the same creatures to be 
fought. If they retreat down the corridor, 
they'll find the vault door closed, and if they 
open it, they’ll find the same room, with the 
same creatures to be fought again, as if 
they had never been killed in the first place. 
In other words, the party is caught in some 
mad wizard s pet time loop, and will have 
to figure out how to deactivate it before 
they are either killed, or can finish their 
adventure, otherwise they’ll always be head¬ 
ing into that same room, to fight those 
same creatures again. The device to turn it 
off could be whatever your fertile imagina¬ 
tion comes up with (a small glyph carved in 
the wood of the doorway, wall torch that 
has to be pulled, some type of item on one 
of the deceased creatures, etc*}. It shouldn't 
be impossible to figure out, but don't give it 
to the players either; make them use their 
brains and not their brawn for this one. 

Michael Lampman 

You Bet Your Life 

Hook: Seeking shelter from a sudden 
storm, the party seeks refuge in a decrepit 
old castle inhabited by a gnarled old man. 
Line: While the party waits out the storm, 
the old man suggests that they pass the 
time by playing a game of chance. Pleading 
that he is quite poor, the old man suggests 
that the group play him for “Points" instead 
of cash. 

Sinker: The oid man is, in fact, a powerful 
and ancient mage* The “Points 1 that the 
players play for are bits of their own life 
energies which the mage absorbs eash time 
a player loses (and they will lose a lot — the 
mage will see to that)! Before long, the 
players will notice themselves growing 
weaker, while the old man seems to be get¬ 
ting stronger with each game. In order to 
regain their lost energies, the players will 
have to defeat and destroy the mage, 
whose magic is still quite powerful* 

Donald E. Brynelsen 

The Insufferable Imp 

Hook: In this space-oriented scenario, the 
players are exploring the ruins of an 


ancient and technologically advanced soci¬ 
ety where they make several discoveries. 
Line: One of the things that the party dis¬ 
covers is a large jar like object that is sealed 
tightly and marked with ancient and indeci¬ 
pherable writing. 

Sinker; X-rays and other forms of scan¬ 
ning fail to penetrate the jar, so it’s 
inevitable that someone will open it to see 
what’s inside. When this happens, a small 
troll-like creature escapes and immediately 
sets to work fouling up any mechanical 
devices in the vicinity. The players will then 
have to catch the little gremlin (he’s very 
fast and cunning), and try to retrap him in 
the jar. The troll is not malicious, he’s just 
fascinated by mechanical things and loves 
to take them apart to see how they work. 
Unfortunately, he is not as good at putting 
them back together again, so the players 
will have their hands full trying to repair the 
damage he causes* 

Donald E. Brynelsen 

Trainees 1 First Day 

Hook; The party consists of a group of 
rookie characters dedicated to fighting evil 
supernatural creatures in eitrher 
modem-day times or slightly in the future. 
The characters are going on their first mis¬ 
sion away from the training center the next 
morning and so go to sleep, 

Line: The characters wake up in a small 
bed-and“breakfast. Talking to the locals, 
the players find out that they have been 
checking out a run-down 'haunted 5 ' man¬ 
sion on the edge of town for a “movie 
shoot ’ (or some other cover story). The 
team leader (an NPC the party knows noth¬ 
ing about, but everybody talks of him) was 
seen going back to the house late last night 
after bringing the characters back to “their 51 
rooms. When the players go to the man¬ 
sion, a mist surrounds the house. It is 
extremely corrosive and will slowly dissolve 
anything put into it, even if the object is 
later removed. Outside communication is 
impossible* The team leader is found, trans¬ 
formed into a vampire with no free will of 
his own. His master is a very powerful 
hybrid of several evil creatures. Because of 
his unique nature, the party has to discover 
how to kill the master creature with sup¬ 
plies found in the house* 

Sinker: After the party dies or kills the 
master, they again wake up, this time back 
in training headquarters hooked up to a 
"dream computer/' a device that controls 
dreams in the participants to make the 
dream seem exactly like reality. Memories 
start flooding back, reminding them how 
their characters agreed to this “mental 


training. 51 Everything up until that point had 
been a powerful and strictly controlled 
dream manufactured by the trainers for the 
trainees 5 learning. All minor NPCs were 
controlled by one person, but the team 
leader and his “master 15 were two other 
agents, 

Dennis M. Yates 

The Blunderer 

Hook: This HLS, though designed for 
FASA's Earthdawn setting, can be easily 
adjusted to fit into any campaign. It can be 
used as the start of an adventure or merely 
just a distraction from the main action. In 
this encounter, one or more PCs are walk¬ 
ing through the merchant's quarter of a city 
(perhaps Batertown or Kratas) when one of 
the PCs is bumped into by a young boy, 
who promptly drops a small bone tube. 
Line; The boy apologizes repeatedly as he 
tries to retrieve the tube, but only suceeds 
in dropping more small items. If the PC(s} 
try to help the lad, he expresses his thanks, 
while hurryingly gathering up most of his 
possession, and then runs off into the 
crowd leaving several small trinkets and the 
the tube on the ground. 

Sinker: The boy is really a novice thief 
adept who, amazingly enough, was actually 
able to lift the money purse of the PC, 
which he or she discovers missing some¬ 
time later. During the swipe, however, the 
bungling thief was unable to hang on to a 
tube he had recently stolen from a large, 
now angry ork. The tube contains a map to 
an old kear located within the Wastes or 
Badlands that the ore and his companions 
had yet to finish plundering. Should the 
PCs try to use the map, they will most likely 
incounter the ork and discover just how 
unhappy he is about the theft . 

Ian Reid 
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7.62mm RAI Convertible Long-Range Rlfte Model 30G 



The Compendium of 
Contemporary Weapons 

At long last, Palladium Books presents its incredibly comprehensive tome 
of modern weapons: The Compendium of Contemporary Weapons. 

Why has it taken nearly three years to produce? 

Painsiaking research and tons of artwork. Hundreds of individual illustrations 
depicting over 400 weapons, plus scores of weapon attachments, knives, body 
armor, weapon accessories, grenades, tanks, ammunition and morel 

We don T t even know exactly how big this fantastic reference book will 
finally be when its all finished! Over 200 pages’! Suitable for use with all 
role-playing games of modern combat, from military to superheroes. Ideal for 
Palladium's Heroes Unlimited, Ninjas & Superspies, Beyond the Super 
natural* RECON and our up coming RECON Modern Combat RFC. 

Highlights Include: 

• Easily adaptable to ALL game systems!! 

• Compatible with the entire Palladium Books Mega verse! 

• Over 400 weapons! Plus body armor and tight artillery. 

• Machineguns, sutwnaciiineguns, bazookas, LAWs, mortars, shotguns, 
rifles, pistols, revolvers, and knives* 

• Body armor, grenades, pyrotechnic devices, light artillery, tanks, 
APCs, scopes, surveillance, special rounds and more. 

• Written by Maryann Stem hied a, acclaimed for her work on the orig* 

Inal, 48 page weapons reference of the same title. Assisted by Kevin 
Siembieda and Matthew Balent. > 

• Every weapon is illustrated! Art by Siembieda, Gusto rich and Staller. 

• Cover by John ZeJeznik. 

• $19,95 plus $2,00 for postage and handling. 

• Over 200 pages 


Other Recent Releases 
from Palladium Books 8 

Rifts World Book Four: Africa 11 * . Erin Tam (complete stats), the mind 
bleeder, necromancer, medicine man and other optional O.C.C.s and alien 
races. Plus the world shattering menace of the Four Horsemen of the 
Apocalypse! Art by Long, Siembieda, Gusto rich and Breaux. $15,95 plus 
$ 1.50 for postage and handling.. 

Rifts Dimensions Book One: Wormwood™. The first of the many worlds 
inexorably linked to Rifts Earth. Created by Timothy Truman. Flint Henry 
and Kevin Siembieda! 20 page comic strip — great art and characters, 
$15.95 plus $1.50 for postage and handling, 

Island at the End of the Wortd T ", for the Palladium Fantasy RPG! Adventure, 
magic, monsters, mystery and adventure! By Thomas Bartold and Kevin 
Siembieda. $15.95 plus $1,50 for postage and handling. 

Macross 11“ RPG. More Japan! mail on media, action and adventure. Mega- 
damage system compatible with Rifts. Written by Kevin Siembieda, ait by 
Newton Ewell and Wayne Breaux, cover by Long. $11,95 plus $1.50 for 
posiage and handling. 

World Book Five: Trias Sc The NGR Page 

after page of incredible bots, borgs and weapons by Kevin Long and Kevin 
Siembieda. Plus world information and adventure. 519 95 plus $2.00 for 
postage and 1 handling. Take a look at our metal miniatures too! 

Palladium Books* 

Dept. D 

12455 Universal Drive 
Taylor, Mi, 48180 

CopjrigM O 1991 Kevin Siembittk 

Palladium Bwfc**. Rifil*. Mcgaveise* and RgCON* *re fegisfertd trademark* owned and Ikxnurd by 
Kevin Started*. Oihei titles ire utudcirwl* owned by Kevin SienibLcda. Macro** H” i$ e ujdcmark 
owned and licensed by Hera Qmtinuriicjtians/Big WcWftfa.rttta U FYujiecl. 
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RoboRally 

Wizards of the Coast 
Reviewed by David Williams 


RoboRally is the game that 
Richard Garfield brought to Wizards 
of the Coast before he showed them 
Magic: the Gathering. RoboRally 
was initially turned down (or put on 
the back burner) in favor of the col¬ 
lectible card game, but with the suc¬ 
cess of Magic, WotC has the 
resources to produce RoboRally. 


RoboRally is a manic racing 
game. Each player controls a robot 
running through a chaotic factory 
floor. The gameboard (factory floor) 
is made up from 1 to 6 boards that 
can be laid out in any arrangement 
you wish. Each board has its own 
style, and obstacles. There are a vari¬ 
ety of obstacles to your robot’s jour¬ 
ney, including bottomless pits, tread¬ 
mills, spinning gears, pushers, lasers, 
walls, crushers, and the other robots 
that you're competing against. 

Each turn, players get a number 
of movement cards, and “program 1 
their robot’s next 5 moves by select¬ 
ing which cards to use. The unpre¬ 
dictability of the game occurs when 
players start bumping into each 
other and the rest of your program 
sends your hapless robot spinning 
off in the opposite direction from the 
direction you planned out with your 
carefully prepared program. 

Because of this, RoboRally seems 
to work best with a 4-6 player game. 
Eight pewter pieces (designed in his 
uniquely comic style by Phil Foglio) 
are included in the game, but 7-8 
players is a bit crowded and 2-3 play¬ 
ers doesn't really provide the unpre¬ 
dictability that makes the game fun. 

Another fun aspect of RoboRally 
that deserves mention is the “Robot 
Dance of LUUUVE” (spoken with a 
deep, sensuous voice). This happens 
when all of the players are looking at 
the cards have been dealt and are 
trying to imagine the effects of the 
turns and moves. AD the players start 
twisting and pointing, figuring out 
their turns. 

All of the pieces (boards, pewter 
figures, and pieces) are high quality, 
and good looking, but the price tag 
is still pretty hefty. Wizards did not 
cut comers, but it would be nice to 
have a cheaper option, perhaps 
without pewter pieces. 


White Wolf Game Studio 

Vampire: the Mas<[uerade sourcebook 

Reviewed by D, J. Trindle 


Elysium is the latest Vampire: 
the Masquerade offering from 
White Wolf, and it gives us a look at 
the world of elder vampires. When 1 
first glanced at this supplement, I 
thought “Oh great — a sourcebook 
for munchkins. 1 ' After reading it, it 
would seem that I wasn’t terribly far 
off. If your V:tM players tend toward 
the minimaxing munchkin stereotype, 
keep them far away from this supple¬ 
ment. If, however, you have more 
mature players who can roleplay a 
tremendously powerful immortal 
being, you're likely to find Elysium 
rewarding. 

This supplement will in all likeli¬ 
hood find more employment with the 
StoryteDer than the players. There is 
a very useful guide for Storytellers not 
accustomed to roleplaying vampires 
who have had hundreds of years to 
practice their demagogery and 
manipulation techniques. To quote 
Elysium, None of us really know 
what it is like to command an army of 
exceptionally polite, smiling, spiteful 
undead, WeD, OK, none of us besides 
former Homecoming Queens.’ 1 This 
could be enormously advantageous if 
the campaign has been set up in a 
“Charlie’s Angels" format, i,e, the 
players are all childer of a single elder 
who sends them out on missions* 
Alternately, the players could be a 
pack of elders who are, for some rea¬ 
son, running together. Although this 
is a fearsome prospect, such a group 
has a lot of natural enemies. Long- 
lived [sic] vampires naturally accumu¬ 
late foes: it's difficult to live for a cou¬ 
ple hundred years without annoying 
somebody, and if they’re still around, 
they're likely powerful as well. The 
Sabbat would react to news of a pack 


of roaming elders by telling their 
members “There’s a six-pack of Diab¬ 
lerie Tastee-Snax walking around. 
Go get 'em!" 

If, however, you feel up to it — or 
if you just want to have a fully- 
fleshed-out NPC elder — there is 
quite a lot of rules information here. 
Although there’s no sample elder (a 
bit disappointing), there is a lot of 
information, including new and 
expanded backgrounds, new Merits 
and Raws, and a six-page character 
sheet to keep track of it all. Players 
who will run elders work very closely 
with the StoryteDer in order to fiD in 
the much richer background needed 
for a 300 year-old vampire, 1 was, 
however, annoyed at what seemed a 
gratuitous balancing of specialties 
among the clans. With the addition of 
a new background, Military Force, 
and counting Disciplines as a source 
of power, we suddenly have seven 
convenient ways for elders to gather 
power — one per clan. The Gangrel 
have the best Allies? The MafJcauions 
have the most mundane Influence? 
Go ahead and make it unbalanced, 
guys. Unlife isn’t fair. People mature 
enough to play an elder vampire 
ought to be mature enough to make 
dan decisions based on roleplaying, 
not power levels. 

Finally, speaking of power levels, 
the Age background can really screw 
up a game in a hurry. Storytellers 
need to be careful about allowing a 
lot of points in Age, as each dot gives 
more and more freebie points to the 
already-powerful vampire character. 
The aforementioned munchkins can, 
with appropriate purchases, have an 
eighteen-die Dice Pool for certain 
tasks. The Storyteller must also rigidly 
enforce the ten-point maximum on 
Merits. One of the only checks on 
this sort of thing is the rule that each 
Ability or Attribute that ends up high- 
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er than 6 costs the character a 
Derangement. 

Overall, Elysium i$ a useful 
sourcebook, albeit moreso for Story¬ 
tellers than for players, 1 would be 
wary of running an elder-based cam¬ 
paign, but if you feel up to it, Elysi¬ 
um will show you the way. 


Hudson City Blues 
Hero Games 
RPG Supplement 
Reviewed by Mitch Michaelson 


Guns hurl a stream of bullets. 
Tires screech. Innocents scream. 
Sirens wail. Doctors struggle to patch 
together a 14-year-old kid. It s mid¬ 
night in the city — do you know 
where your Player Character is? 

The setting for Dark Champi¬ 
ons™ is a fictional east coast burg 
called Hudson City, Several supple¬ 
ments have detailed the crime-ridden 
city and its inhabitants (innocent and 
otherwise). Hudson City Blues is 
the first adventure to support that 
setting. 

The premise behind the adven¬ 
ture is that someone is trying to 
blackmail the criminals in Hudson 
City. That someone has access to 
very detailed information on druglo- 
rds, vice kingpins, and organized 
crime of all sorts. Not surprisingly, 
the gangsters don t take kindly to the 
extortion, A battle erupts for control 
of our not-so-fair city’s underworld. 
The Player Characters are in the mid¬ 
dle of it. 

The best part of HCB is its orga¬ 
nization. It's detailed, to the point of 
breaking down how a battle should 
proceed, segment by segment. Each 
major event is clearly described and 
has distinct goals and explanations of 
what constitutes success. The ideas 
for filling in the small gaps of the 
adventure are good, creating memo¬ 
rable scenes and fleshing out PCs. 
The pregenerated characters are 
complete, even to the point of calcu¬ 
lating Combat Values for different 
maneuvers, 

I wasn’t excited with the charac¬ 
ters provided, though. Two of the 
four female characters turned to vigi- 
lantism due to abuse by males, AH the 
female characters were beautiful and 
all the males dull. The Comeliness of 
the females were 18, 14, 16, and 
12; the males were 12, 10, 10, and 
12, A male character'$ fiance was 

also sexually abused. While 1 believe 

that, in roleplaying games, PC should 
stand for Player Character and not 


Politically Correct, [ still thought Hud¬ 
son City Blues was stereotypical. 

Also, in technical terms, HCB 
ranks low. One character uses rubber 
bullets in her assault rifle to knock out 
villains. Rubber bullets are not normal 
bullets made of rubber rather than 
lead. In that case, they would still 
penetrate and probably kill. They are 
big, single-shot objects that look like 
cylinders or small beanbags. Also, 
some thugs carry LAW rockets. A 
LAW would be extremely difficult to 
hit a person with, and would not do 
much explosive damage aside from 
the object they struck. These are fine 
effects for Hollywood, but players 
seeking a “realistic 11 campaign wouki 
probably scoff. And as usual, there 
are some pretty strange powers lit¬ 
tered among the characters. 

One of the best elements to 
include in a roleplaying supplement is 
a play aid or two, HCB has tons. 
They include some specifically for the 
adventure, like calendars and a 
“scorecard 11 to record events, as well 
as several generic ones for Dark 
Champions play. (Oddly, there are 
no maps to go along with the adven¬ 
ture, possibly due to the tendency for 
them not to match the text.) About a 
third of the book are pregenerated 
characters and resources. 

Another thing to slip into role- 
playing supplements lately are story 
arcs. Those are simply references to 
other products. The reason why 
game companies do this isn't simply 
mercenary, to sell other products, but 
also to provide consistent and more 
in-depth settings. Hero Games has 
committed to including more story 
arcs, so an interesting villain won’t 
show up once and never reappear. 
Instead, options are included to 
involve many of the characters and 
plots from other supplements. 

The editing of HCB is average for 
Hero Games. They still have trouble 
italicizing words, since some are 
unnecessarily or only partially itali¬ 
cized. For some reason, there are 
numerous semicolons scattered 
throughout the text where they 
shouldn't be. And of course, there's 
the requisite sentence that got cut 
off. 

The writing is better than aver¬ 
age, The only thing that really both¬ 
ered me was the hype. They use the 
word “epic" far too much. It comes 
up over half a dozen times a page in 
some places, as if bragging about the 

adventure. Also, the author writes as 

if he's talking to himself, with one 
word sentences like “Right/' and 


“Absolutely." By and large though, I 
found HCB to be easy to read. 

The best part of Hudson City 
Blues is the cover. It s a striking 
image of a vengeful-looking SWAT 
team member standing outside a 
burning building. Look for it at your 
local game store! The interior art is 
still bland, though. A lot of it looks 
hurried and hastily done; some of it is 
duplicated from other Hero Games 
books. 

Hudson City Blues does a decent 
job of showing how a gangland war 
would play out in Dark Champions, it 
includes lots of suggestions applicable 
to such a campaign, and does an 
excellent job of sticking to the genre. 
Whether you find the plot or the 
characters exciting or dull is subjec¬ 
tive, but 1 recommend getting Hud¬ 
son City Blues to see for yourself. 
Hey, after all, it's Epic, right? Right. 


HeroMaker 2.11 

I lero Software 
RPG computer aid 
Capsuled by Wayne Wallace 


in late 1993, Hero Software, as 
part of the still-vaporous Champions: 
The Computer Game, created Hero- 
Maker. The idea was that not only 
wouki one get a computer game, but a 
character generator that would work 
both for the computer game and the 
paper-and-pendl RPG, 

HeroMaker has become very popu¬ 
lar, eliminating any math problems any 
Hero player or GM ever had, as the 
character creation points are consistent¬ 
ly added up 100% of the time by the 
computer. It used to be that writing 
down the points spent for powers, 
attributes, etc. and adding them up or 
playing with the numbers to min-max 
the best powergaming ratio would take 
a while. New, it takes barely 5 minutes, 
for a speedy typist, to write up a strong 
brute with a few skills, or the expert 
sharpshooter with his big gun, jet-pack, 
and gem-cutting skills, while a half-hour 
will do for a tinkerer in most cases. 

HeroMaker is very mouse-intensive, 
but every function has a keyboard equiv¬ 
alent. The mouse is definitely the way to 
go, however. A left mouse dick or two 
wi activate any of the “raised buttons ’ 
that HeroMaker uses for such things as 
power selection, modifying attributes, 
etc. HeroMaker also has areas where a 
single click lets you start typing in text, 
such as the name of the character, a 
power or disadvantage description and 
so forth. 


i 

J 

The screen itself is a character! 
sheet. One may dick on an area’s gen¬ 
eral button to bring that area into its full¬ 
screen mode, as other side areas disap¬ 
pear to make room for ail the text you 
have. On the main screen, Energy Blast 
might be “lGd6 EB," but on the Pow¬ 
ers screen, there would be many lines; 
one for HL 10d6 Energy Blast,” another 
for “tachyon laser," another for 11 -1/2 
X2 Endurance," and so on. 

The layout of the character sheet 
on-screen resembles the one we have 
come to know and love in the Hero 
ruiebook: stats in upper left, powers 
down the center from top to bottom, 
and, as a change, disadvantages on the 
right. The hardcopy, however, is exactly 
as you remember it from the Hero 
book, but you have the option to use 
any of the logos many dd Hero books. 
If you never thought a character sheet 
could be really cool, now’s the time to 
change your mind! You don’t need a 
laser printer either. You can save as a 
normal text file, or turn off the graphic 
portions of printing so your old line 
printer can speedily deliver character 
sheets, 

HeroMaker supports all character 
types, including Spirits, AI, Bases, Vehi¬ 
cles, Automatons (and their powers), 
etc. You name jt in HERO and Hero- 
Maker has it! 

So, after hearing a small bit about it, 
you want to know; so, should I buy it? If 
you're a Hero fan with a computer, yes! 
A mere $25 will let your gaming group 
organize their characters and try out 
new ideas that would have wasted hours 
before. If not, talk to a Hero friend. For 
a good showing, just go to the Hero 
Games booth at a gaming convention. 
The $10 character disks will be 
reviewed in a later issue. □ 
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Ocassiona/iy, SHAD/S runs a review 
of a gome system that sparks a reaction 
from readers who feel the review didn’t 
accurately portray the product. 

Since reviews are little more than the 
opinions of the reviewer - this is under¬ 
standable. Last issue we ran a capsule 
review of ARIA, (which was very positive 
by the way), Several readers contacted 
me complaining that A/?JA had much 
more to offer than what was covered. 1 
challenged one of those readers to write 
the feature review presented here. 

JRB 


ARIA Canticle of the Monomyth 
& Worlds sourcebook 


Roleplaying book, 500 pages, $30 
Worlds sourcebook, 300 pages, $26 


Bottom Line: Create your own FRPG envi¬ 
ronment with realistic and detailed rules. 

Presentation: Clear but wordy, functional. 

Rules: Straight forward mechanics, many 

optional details, assumes GM experience. 

Value: Worth the price and maybe more, 

i 

A ria is primarily a rules system 
that allows a roleplaying group to 
create its own fantasy roleplaying 
environment. However, all of the things 
you would expect to see in any roleplay¬ 
ing game are there: character creation, 
combat rules, magic, and so on. The dif¬ 
ference that is most immediately appar¬ 
ent is that ARIA doesn t have a setting of 


Canticle of the Monomyth & Worlds Sourcebook 

Feature Review 


By Thomas D. Gorman 


its own and has no rules that are specific 
to any setting. 

After that discovery the reader may {as 
I did) return to the preface to help bring 
the game into better focus. There he will 
discover that ARIA is about MYTH: 
myth creation and exploration, 

'Throughout history, peoples and 
cultures have told stories of their gods r 
heroes, and villains in order to better 
understand the world around them. 
Heroes embody a cu/fures highest 
ideals while vi l la ins manifest its ancient 
dreads personified . James Joyce and 
Joseph Campbell focus on the journey 
of the Hero t the sacred quest as the 
One Myth or Monomyth , which repre¬ 
sents in mythic language the seeking of 
cultures after their own identity , 

ARIA Can tide of the Monomyth 
is a roleplaying game system which 
attempts to embody this connection 
between hero and culture , ” 

Wow! That paragraph hooked me. 
Let s explore whether my feelings were 
justified. 

Just the facts. Ma'am! 

Beginning with the basics, most action 
attempts in ARIA require a persona to 
make a successful Trial. Although there 
are several different kinds of Trial — 
Attribute Trials, Expertise Tria/s, Influ¬ 
ence Trials , etc. — each type works in 
basically the same way. 

A player rolls a ten-sided die and com¬ 
pares the result to a predetermined 
Adjusted Trial Chance, If the roll is less 
than or equal to the Trio/ Chance, the 
Trial is successful. The Trial's Degree of 
Success is determined by the difference 
between the Adjusted Trial Chance and 
the actual value of the die roll. 


An Adjusted Trial Chance is found by 
adding your rank (a number from T10) to 
a base (usually 3) and subtracting the diffi¬ 
culty of the task (usually a number from 1 - 
10), Open-ended rolls are made using the 
Rule of One-and-Ten. If either of these 
numbers is rolled you may roll again and 

add the result, either negatively or posi¬ 
tively effecting an already good or bad roll. 

In this way Mythic Successes (and like¬ 
wise Mythic Failures ) are possible. This 
mechanic is, with few variations, used 
throughout ARIA. 

The fun really starts with creation of 
your roleplaying environment, I say envi¬ 
ronment and not world because your 
environment can be a village, town, city, 
county, country, or culture, 

ARIA's rules handle creation of ail 
these things. The parameters that govern 
creation at one level are the same that 
govern it at another, so the parameters 
may be properly called telescopic. 

ARIA Worlds I eaves no stone 
unturned. Considered elements include 
society concept, society age, philosophi¬ 
cal orientation, interaction with neighbor¬ 
ing groups, technology, subsistence, 
social mobility, politics, economic infra¬ 
structure, military infrastructure, hierarchy 
of social positions, etc. 

Once these elements have been quan¬ 
tified for a particular environment, narra¬ 
tive histories may be created. 

Narrative history making is a unique 
design convention. Simply put, players may 
take on the role of societies, political agen¬ 
cies, countries, and roleplay their histories. 
This is handled on a time scale called narra¬ 
tive time which usually consists of interval 
lengths of one, five, or ten years. When 
conflict arises it is handled via trials. 

in Narrative Histories , Trials can be 
used to settle all kinds of questions, ques- 
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tions like 'How was the harvest this 
year?’, Will there be a civil war?’, or 
'Who won that military engagement? 1 . 

Reafity design is the design of the 
magical and religious reality for your envi¬ 
ronment.^" /, / ■ J 

Oninessence forms the stuff of any 
Reality, and represents power in raw 
t form. There are four principal questions 
which must be answered when designing 
a reality: Where does Gmnessence come 
from? How does one obtain it? What can 
it do? Who can use it? ARIA gives com¬ 
plete guidelines for answering these ques¬ 
tions and creating spells. In fact, there are 
no premade spells or spell lists so each 
group must create their own. By following 
the guidelines each group creates a cos¬ 
mology that is self-contained and com¬ 
plete, 

ARIA is a complete role playing game 
system as well as a design tool, so it 
includes a combat system and skills. Com¬ 
bat in ARIA is detailed and includes many 
attack and defense options, a complete 
list of hit locations, weapon and armor 
breakage, and unarmed combat. There 
are no hit points but rather a wound sys¬ 
tem that directly affects how well a char¬ 
acter continues to stand and fight. When 
two characters are fighting the attacker 
declares an attack, strike location is deter¬ 
mined, the defender chooses a defense 
action and makes a trial, the attacker 
makes a trial based on his strike chance 
and the type of attack he is using. The 
attacker's degree of success is compared 
on a chart to the defender’s degree of 
success to determine the damage dealt. 

Character creation in ARIA is intimately 
connected to what has come before, cre¬ 
ation of the narrative environment. It was 
environment creation that determined what 
type of society the character may be from, 
what values are important to his society 
and therefore his family and himself, what 
types of vocations are available, and what 
. types of skills. 

From there the player must come up 
with a character concept, which is an 
overall idea of who and what their charac¬ 
ter is. ARIA characters are built by the 
player using points. He may have certain 
advantages or disadvantages that cost 
points or add points to his starting total. 
ARIA players are encouraged to start with 
the character's background beginning 
with his development within his family 
and then later through his vocational 



choices, picking up skills and possibly 
reputation along the way. 

Skills in ARIA are divided into 3 cate¬ 
gories: talents, aptitudes, and disci* 
plines. Most of the skill descriptions are 
broadly based, allowing for more specific 
appiications/descriptions based on their 
use in any particular setting. For example, 
one talent is simply Physical and covers 
most specific movement related activities. 

To narrow its focus you must choose 
an aspect such as Physical /climbing) or 
Physical (throwing). A skill’s base rank is 
a modified average of those attributes that 
might apply to its use. Using Physical 
again as an example, its primary attribute 
{the primary attribute must always be 
included in the calculation) is Agility, 

The player must then choose two 
facets from a choice of Strength, 
Endurance, Quickness, and Manual 
Dexterity, The idea behind choosing 
facets is that each persona approaches a 
particular expertise differently and uses 
his own abilities (the Attributes) to their 
best advantage. These three attributes are 
then averaged and this number is divided 
by six. The rank base then, for normal 
humans, is between one and five. 

The way I see it: 

The first part of this article has been a 
broad overview of ARM and touches upon 
some of its unique aspects. What you are 
probably wondering now is how well it 
plays. The answer is, "Well! —with a few 
exceptions.” However, 1 like to start with 
the negative and end with the positive so 111 
get my complaints off my chest first. 

There are lots of tables that detail things 
like difficulty modifiers for skill use, point 
costs and the like, which are property placed 
in their sections but can be a bear to hunt for 
if needed in the course of a game. 

As a gamemaster with some experi¬ 
ence, I found less need for them than 
someone else might because I’ve had 
practice determining what might be con¬ 
sidered a modifying factor from running 
other games. J would have found a listing 
of tables or, better yet, a collection of 
them all in one place to be very useful. 
Last Unicorn Games is planning to 
release a Mythguide’s Pack (combination 
GM-screen and supplement) which 
should go a long way towards fixing this 
problem. 


ARIA allows for Social Trials. These 
are trials that govern things like the effect 
of your character’s reputation on an indi¬ 
vidual or group, his ability to influence 
others, etc. 1 have mixed feelings about 
this aspect of ARIA. While the most 
interesting element of roleplaying is social 
interaction, rules for social interaction can 
take the place of good role playing. How¬ 
ever, when interactions occur on a larger 
scale, for instance a character attempting 

political influence on behalf of his family, 
the ARIA rules are a great boon. 

Before ARIA 1 unconsciously avoided 
interactions of large scale between nations 
and political groups because there seemed 
to be no unbiased, intelligent way of resolv¬ 
ing them, particularly where the characters 
played a part. ARIA presents intelligent, 
realistic guidelines for handling such interac¬ 
tions and 1 now find that I’m allowing player 
characters to play a vital role in shaping 
their environment to a degree Yd have felt 
uncomfortable with before. 

The scope of roleplaying is tremendous¬ 
ly broadened and a more mythic grandeur 
is lent to the whole experience. 

There are no rules for creating crea¬ 
tures. It may be that this was cut out for 
reasons of space. ARIA Roleplaying is 
almost 500 pages as is! Plans are to 
release these rules as part of the upcom¬ 
ing MythGuide’s Pack. 

We all felt (myself and my intrepid 
players) that while the Reality chapter of 
the Roleplaying Book had a lot of helpful 
ideas, it had too many elements. Here it 
was best for us to have a good idea of 
what we wanted before we looked at the 
ARIA rules. This section is primarily the 
purview of the gamemaster and I found 
that the plethora of terms alone made this 
section of the rules a bit confusing. All of 
us felt mired in 'gamespeak'; here’s a 
small example: 

"All Preparation Aspects are described 
as either Required or Possible. Required 
Aspects must be chosen for specific Ori¬ 
ginsArchetypes or Dominions, while Pos¬ 
sible Aspects represent Preparation meth¬ 
ods which may be chosen (and which often 
yield additional Omnessence). ” 

ARIA is a lot of work; nothing is done 
for you. This is a great set of guidelines 
but it is not for the creatively squeamish 
or lazy. When you consider that you and 
your group are starting from scratch to 
create a setting, you can become fright¬ 
ened by the magnitude of the task ahead. 
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However, the setting that you create 
with ARIA will be a setting that is viable, 
detailed, and realistic. We found that 
already knowing what we wanted our 
environment to be like made the creation 
process less laborious than it might have 
otherwise been. The ARIA rules suggest- 
ed some ideas that didn't occur to us and 
helped fill out detail that our environment 
would have lacked. 

Group creation of the rolepiaying envi¬ 
ronment was /un! At first everyone was a 
little withdrawn. The whole idea of the 
players helping to create the setting was 
new to us all. We started by thinking in 
broad terms of the geography of the 
place we’d be playing in. After a few 
ideas were accepted we began to draw a 
map of our setting. 

Once we had a visual representation to 
focus on there was no holding us back! As 
the mythguide, I was in charge of guiding 
the group and I made sure that we did not 
talk in terms of numbers. Once we had our 
ideas on paper we then began to translate 
some of those ideas into quantities. This is 
an important point: ARIA can be very con¬ 
fusing when an attempt is made to come 
up with quantities before good ideas. These 
are creation guidelines , not hard and fast 
rules. Sticking to the letter of the law will 
kill the spirit. 

A great side-effect of group creation was 
that the players played with a much greater 
feeling of place; they roleplayed in charac¬ 
ter and seemed much more interested than 
those times I threw them into a place of my 
own creation that they had not previously 
explored. In fact, their interest in the setting 
and their characters for our first play ses¬ 
sion was at a level that I don’t normally see 
before the third session of some other 
games we've played. 

As someone with an appreciation for 
myth, I really liked rolepiaying our Narra¬ 
tive History. Its on this level that mythic 
subjects are evoked. There is a line inside 
the Worlds Book that sums it up: Histo¬ 
ry is the greatest reflection of myth, mim¬ 
icking its cyclical nature by exploring the 
endless ways of death and rebirth. 

As a rolepiaying game system ARIA is 
decent. [ say only decent' not because 
there are any flaws in it; I like the trial 
system, which requires no complex equa¬ 
tions, needs only one ten-sided die, and 
allows for varying degrees of success and 
failure, thereby creating variety of out¬ 
comes beyond simple pass/fail tests. 1 like 


the combat system, even though it is 
interminably slow going until the group 
has had some experience playing with it. I 
admit, too, that I have a preference for 
detailed combat systems and ARIA 
doesn’t disappoint. High on my list of 
considerations for a game system is intel¬ 
ligence. Are all game stats related to each 
other in a logical way? Are similar or 
identical conventions for task resolution 
used throughout the system? Do the rules 
accurately portray real life situations 
where they should? 

The answer for AREA is yes. But I 
know that it’s likely that anyone reading 
this has a favorite game system already. 
What you want to know is whether 
AREA's system is better than what you're 
using. Ill bet it's at least as good, but 
nothing about it makes it better than my 
favorites. 

Which leads me to another important 
point. ARIA can be used in so many differ¬ 
ent ways that it is hard for me to imagine a 
gamemaster who couldn’t use it. You could 
use it for all your gaming needs, from envi¬ 
ronment to gaming system. 

You could just design an original set¬ 
ting with it and use your own favorite 
rules for everything else. You could trans¬ 
late your favorite setting into ARIA terms 
and roleptay its further evolution. You 
could design smaller parts of a setting that 
is already developed, like my plan to use 
ARIA to develop areas of Middle Earth 
that were left largely unexplained by pro¬ 
fessor Tolkien. 

The rolepiaying system is certainly bet¬ 
ter than a lot of others that are out there, 
so you could replace your old one with 
ARIA. And there are other uses (Tm sure) 
to which ARIA can and will be put. It's 
an all-purpose product! 

Finally, there is Myth. This article 
began with a mention of myth and 
ARlA's role in exploring it but didn’t 
mention it much after that, Well, that's 
because exploring myth is largely a func¬ 
tion of your mindset. 

It is certainly possible to explore myth¬ 
ic motifs with other game systems but 
AREA takes some steps in the mythic 
direction that other games don’t. First, 
ARIA culls the best of a group's collective 
imagination to create a living, personal 
setting. This environment is much more 
personal and involving because you’ve 
created it! Second, through Narrative 
Histories the group is able to explore 


grand themes, i o really create tales that 
are epic, that become their own myths, f 
believe that a tale must begin to encom¬ 
pass the tapestry that is human life from 
birth-to-death and beyond through pro¬ 
ceeding generations. 

Players must experience the way their 
personas have affected their environment 
and get a feel for history unfolding. ARIA 
lets you do this. Through ARIA one can 
even experience the vibrant life of such 
impersonal and almost intangible things 
as societies and cultures. The scope of it 
all draws out some romantic, nostalgic, 
quixotic sensation in me in a way that 
even the best of campaigns hasn’t done. 

Joseph Campbell, in an interview with 
Bill Moyers, said The great thing about 
adventures in space is that they are set in 
an area that are not covered by our own 
knowledges,” Much of the adventure in 
the old stories is that they go into regions 
that no one has been in before. Well, 
we’ve now conquered the planet so there 
are no empty spaces for the imagination 
to go forth and fight its own war. Yet 
there remain those regions of our own 
devising and AREA facilitates their cre¬ 
ation. □ 
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The World of Card Gaines 


Edited by David Williams 

First things first; in our special card 


games issue, in the "Head to Head" sec* 
tion, Jim reported an incorrect price for 
Companion Games 1 Galactic Empires™ 
game. While this was apparently due to a 
miscommunication with a distributor, we 
want to apologize to Companion Games 
and report that the prices for Galactic 
Empires Primary Edition are $8,95 for a 
55 card Starter Deck, and $2,45 for a 10 
card booster pack. Things are good 
between SHADIS and Companion 
Games, and we are expecting to include a 
unique Galactic Empires card in issue 
#19, While we cannot release details 
about the card, it is rumored to have an 
ability unique to the G.E, world. Compan¬ 
ion Games has announced a pair of 
$1,000 Galactic Empires tournaments at 
GenCon and Origins. In the second week 
of March, Companion is planning to 
release “New Empires”, their first expan¬ 
sion set which includes 200 cards and 9 
new entities from 4 new empires. 

We are very excited this issue to pre¬ 
view two cards from Magic: the Gath- 
ering's next expansion set: Ice Age™, 
See Canticle's discourse on the uses of 
these two subtly powerful cards this issue. 
Ice Age is a "super expansion' the size of 
Legends™ and if these two cards are any 
indication, then this will be an extremely 
useful set, indeed. From the looks of 
things, the artwork has stepped up anoth¬ 
er notch also, as all of the artwork that 
has been released to the public has been 
outstanding. Ice Age will be playable by 
itself, and also is completely playable/com- 
patible with Magic: the Gathering, It will 
be sold in 60-card starter decks that will 
contain basic land, and 15-card booster 
packs that will not. 

The werewolf card game from White 
Wolf seems to be gaining steam. RAGE 
is getting some exciting previews (includ¬ 
ing the one in this issue}, and the 

announcement that the cards will be 

printed by Fleer (known for their Fleer 
Ultra line of high-quality sports cards) has 
raised eyebrows and expectations. Fast 
and furious combat combined with a mul¬ 


titude of card combos should make RAGE 

a quick hit when it releases May 12th, 

TSR should be in stores now with their 
new card game Blood Wars. Blood 
Wars is based on their Ptanescape cam¬ 
paign setting where armies rise again and 
again to fight for power. Blood Wars was 
designed with a multi-player game in 
mind, but plays well as a two-player duel 
as well. Starter decks have been carefully 
designed to be playable by themselves, a 
problem with several of the new games. 
There are three escalation packs for 
Blood Wars already lined up: the first 
escalation packs are related and released 
with the basic game. Escalation pack 2 is 
Factols and Factions — a set releasing in 
June with many new legions. Pack three 
is Powers and Prophecies, involving the 
gods and their effects (the set will be 
weighted towards new fate cards}. While 
the print run is still not public, TSR let 
slip that Speculators will be pleased 1 . 

Illuminati: New World Order has 

been extremely popular for Steve Jack- 
son Games , Based on his classic Illumi¬ 
nati, the card game has all of the twisted 
and hilarious groups and play of the origi¬ 
nal. Starter Decks of INWO have been 
especially popular as they're the only 
place to find il uminati groups. INWO has 
faced a problem in that the winning con¬ 
ditions are too easily attained in the first 
two turns using the right deck. However, 
playing groups have gotten around this 
through house rules and Steve Jackson 
has announced that a “fix" is planned for 
the next release. 

Atlas Games are releasing their first 
expansion for On the Edge called The 
Cut-Ups Project. A1 Amarja is infiltrated 
by the bizarre (can this game get 
stranger?) Cut-Ups including sinister cof¬ 
fee and raining walrus. Thunder Castle 
Games finally has a firm date for the 
release of Towers in Time™. The 

promo cards for Towers will ship on 

March 17, and the first edition will ship 
on April 17th "God forbid that anything 
else goes wrong”. Highlander™ is still 
on schedule for an April release. 



In the next few months, there are a 
number of new card games coming out: 
Slasher™ from Precedence Publishing 
is a spoof of B-grade slasher movies. 
Slasher is best played by fairly warped 
individuals, but even straight- laced types 
will enjoy the game. There will be a spe¬ 
cial insert of the “Gratuitous Nudity 11 card 
in SHADIS Presents: Movies and T.V, 
(issue #18.5) next month. 

Ultimate Combat™ is coming out 
the end of march from Ultimate Games, 
Check out the preview by the game s 
designer later in the section. Last Uni¬ 
corn Games is coming out with Heresy: 
Kingdom Come™, a game of angels, 
demons and humans battling in a dark 
future. This game looks to be a cross of 
cyberpunk and the Old Testament, and 
the artist lineup is really impressive includ¬ 
ing Michael Kaluta and James O'Barr. 
Caliber Press is releasing the card game 
Power Cards™ based on their Storm 
Quest™ comic books. This superhero 
slugfest releases in the end of March. 

Black Dragon Press will enter the card 
game market with Tempest of the 
Gods™ in which players struggle for 
power in a religious war. Aiming for a 
May release with about 300 cards, deities 
and their followers will erect shrines, con¬ 
vert worshipers, cause miracles, summon 
plagues, and open gates in an effort to 
summon their god or destroy their ene¬ 
mies. Super Deck™ is doubling in size 
with Slim Deck Boosters from Card 
Sharks, Jnc. Daedalus Games has 
announced a new game called Shadow- 
fist™ where players control an array of 
warriors from the past, present, and 
future fighting for control of mystical 
places of power. 

I ‘inally, new and old readers can check 
out our “List of Lists" showing where 
each checklist can be found. □ 
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Single Card Strategies 

Norritt and Essence Flare 
by Jeff Scott Franzmartn 


Canticle stood by the door to his 
tower, watching as the cart made its way 
along the spongy trail, swaying danger¬ 
ously from side to side. The mule looked 
as if it desired nothing more than to sink 
into the mire and be freed from its bur¬ 
den, but its master would have none of 
that, urging him forward. He sat upon the 
heap of boxes, bundles, containers and 
sacks which were stacked precariously in 
the cart, scratching at his scant beard 
with one hand, holding tight to the reins 
with the other. A wide-brimmed, pointed 
hat was perched upon his head, pulled 
low over his head, 

"A fair day, Necromancer ..." 

“It's been years, Walker . . , several of 
them. I take it your journey was a prof¬ 
itable one?” 

Walker laughed, and walked around 
the cart, tossing a few odds and ends into 
the muck beside the trail Using both 
hands, he pulled a large cage out of the 
cart, covered with a ratty piece of canvas. 
A low, rumbling noise emerged from 
beneath the canvas. 

"Profitable indeed. It's been too long, 
Canticle, and 1 think you 11 be quite inter¬ 
ested in what I have to show you. Relics 
and magicks from a time so many have 
forgotten. And survivors as well ... 

Canticle raised an eyebrow in interest, 
as Walker removed the canvas from the 
cage with a flourish. 

‘Witness, Canticle, something unseen 
since the Ice Age, A . . / 

Norritt! A foul-tempered Imp of per¬ 
verse nature, the Norritt may be sum¬ 
moned forth with the expenditure of 1 
Black Mana in conjunction with 3 color¬ 
less. Though 1/1 , Norritt possesses pow¬ 
ers which make it a power indeed. Upon 
being tapped, it can untap any Blue crea¬ 
ture it chooses. Alternatively, it may be 
tapped to force an opponent’s non-wall 
creature to attack. If the creature for some 
reason cannot attack, it is then destroyed. 
A truly vicious ability indeed ... a Nettling 
Imp, and more. 

The powers of the Nettling Imp which 
Norritt possesses make it a formidable 
creature indeed. Forcing an opponent’s 
creature to attack can be extremely useful 
in a variety of situations. Drawing a specif¬ 
ic creature which is proving a distraction 
into the clutches of a Sengir Vampire or 
Infernal Medusa is particularily satisfying. 


When creatures such as the Combat Medic 
and Argivian Archaeologist simply sit bhck 
and utilize their powers, have Norritt invite 
them over for a little discussion. 

The more devious uses of Norritt, how¬ 
ever, lie within its ability to untap any Blue 
creature as long as it taps itself. The uses 
inherent in such an ability are numerous, 
and can actually be used in conjuction with 
its other power as well. Quite aside from 
the obvious, as in allowing the Prodigal 
Sorcerer to utilize its power twice in a 
turn, there are other, not so obvious uses 
as well. 

Consider, first of all, using Sleight of 
Mind to allow Norritt to untap a creature 
of any colour. Such a power is useful 
whether it is used to untap your own Black 
Knight after an attack, or instead used to 
untap an opponent’s Preacher to recover 
your stolen creature. Sleighting Norrit can 
also allow you to get double duty out of 
creatures such as the Dwarven Weapon- 
smith and Icatian Scout. 

During an opponents turn, you can uti¬ 
lize the power of Norritt to untap one of 
your own creatures for use in defence. 
Then, using Jandor’s Saddlebags (or an 
equivalent spell), you can untap Norritt. At 
this point, you force your opponent to 
attack, and use the newly untapped crea¬ 
ture to block. This works wonderfully on 
powerful, otherwise difficult to untap crea¬ 
tures such as the Leviathan. Not only do 
you not have to pay the untap cost, but 
the creature can pull double duty as both 
attacker and defender in one full round, 
courtesy of Norritt. 

One particularily nasty way of taking 
advantage of Norritt s powers is as follows* 
During the opponent’s turn, he forces a 
creature to attack. During your turn he 

untaps. You can then use his untapping 
power on Leviathan or a similar creature if 
you have Sleighted the Imp. Use the Sad¬ 
dlebags, and you can pull the same stunt 
over and over again. 

Walker looked at the Necromancer, and 
winked. 1 

i wish I had more time . . , there is so 
much to learn about these creatures , . . 
and there is so much more ! want to show 
you as well.” 

Canticle looked on in interest as Walker 
massed his hand over the cage which held 
Norritt, and listened to the tiny whines of 
the creature rise in volume. A sickly, 
crunching noise was heard, and the Imp 
began screaming in agony as joints and 
bones popped and snapped, growing in a 
manner truly unnatural. Walker looked up 
at the intrigued necromancer. 


'Another remnant of the Ice Age, a 
piece of magic k known as . * . 

Essence Flare! A simple creature 
enchantment which costs 1 Blue, Essence 
Rare gives a +2/0 bonus to the afflicted 
creature, and forces the placement of a 
0/-1 counter every upkeep of the crea¬ 
ture’s controller, a counter which remains 
even if the Enchantment is removed. 

Essence Flare is probably best used 
prior to an attack, when the benefits of 
the +2 are not yet offset by the penalties 

of the decrease in toughness. Basically, 
you are given a one-turn grace period 
before the damage from the Rare begins 
to accumulate* However, there are many 
ways to turn this apparent disadvantage 
into an advantage, if one simply takes the 
time to look for them. 

Once the attack is resolved, and the 
creature with Essence Flare no longer has 
use for the Enchantment, use Enchant¬ 
ment Alteration to pass the Flare onto an 
opposing creature, before the end of your 
turn. In this manner, you gain the benefits 
of the Flare, while your opponent imme¬ 
diately begins to suffer the side effects as 
well. In this manner, a Mage can garner 
the benefits of increased strength and kill 
an opposing creature for a total expendi¬ 
ture of 2 blue mana. 

One of the more devious uses for the 
Essence Flare involves placing it upon a 
Rukh Egg. For three turns, you will have 
a 2/* creature, and on the last turn, it 
will make for the graveyard, providing 
you with a 4/4 flying creature. While this 
tactic works with Unstable Mutation as 
well, Essence Rare has an advantage in 
that you are not losing any attacking 
strength over time, only toughness. 

There are many who will argue that 
Essence Rare has more uses on an oppo¬ 
nent's creatures than on one's own. 
Indeed, if you have an Enchanted Being, 
it may be a wise course of action to place 
the Flare on a creature which is proving 
to be particularily bothersome. The Rare 
will ensure that it can do no damage so 
long as you have the Being in play, and it 
will slowly but surely do away with the 
creature as well. Essence Flare can be 
particularily amusing when used on an 
opposing Wall. The +2 advantage is of lit¬ 
tle worth to something which cannot 
attack, and the 0/-1 counter is hardly 
any compensation. 

The Elder Dragon, Nicol Solas, was 
rumoured to employ Essence Flare in 
combination with a Meekstone. He would 
wait for an opponent's creatures to 

attack, perhaps drawing them over with a 
Norritt, and with the Flare make them 
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unable to untap while they slowly perished. 
Many creatures of Light and Nature fell to 
this strategy. 

Walker placed the canvas over the cage 
as Norritt twitched and flopped in its death 
throes. The wandering peddler had never 
been known for his compassion. 

'Interesting finds indeed 

Walker nodded, and flashed a smile. 

■ “And there is more to come, Necro¬ 
mancer . . . There is more to come. . , O 


Ultimate Combat! 
By Dave Long 


Have you ever wondered what it would 
be like to be a true master of the martial 
arts — with all the techniques of judo, 
karate, taekwondo, jujitsu, boxing and 
wrestling in your arsenal of attacks? This is 
the world of Ultimate Combat!, the new 
collectible trading card game of martial arts 
and combative sports fighting. Conceived 
by Dave Long, the Team Leader of the 
1992 U.S. Olympic Judo Team, a 6° 
Black Belt with over 35 years experience 
in the world of martial arts, Ultimate Com¬ 
bat! lets you fight an unending series of 
ever changing, always challenging battles 
against your friends and training partners. 

How real is Ultimate Combat!? Real 
enough to be licensed by the United States 
I'aekwondo Union as the official card 
game of the U. S. Taekwondo Team . . . 
licensed by the United States Judo Associ¬ 
ation as the official card game of the U. S. 
Judo Association Team . . . and by USA 
Wrestling as an official card game of the 
U. S. Wrestling Team. These three nation¬ 
al organizations have all picked Ultimate 
Combat! as their official card game, for its 
playability, its superb art, and its true-to- 
ife depiction of real combative sports and 
martial arts. 

Ultimate Combat! is a collectible trading 
card game where you can collect over 250 
different cards depicting martial arts tech¬ 
niques and actions, ranked in power from 
white belt to brown belt, black belt and 
eventually the Master’s gold belt. You can 
then pick and choose from your collection 
of cards to design a playing deck (generally 
of about 60 cards) that you think will have 
the best chance of victory. One of Ulti¬ 
mate Combat!’s strengths is that the bal¬ 
ancing of decks is smoothly integrated with 

the feel of the game. Decks are designated 
as white belt, brown belt, black belt or mas¬ 
ter decks depending on the quantity of 
each level of card that they contain. In this 


way, it is possible to have a balanced 
game between a player with only a few 
cards and one who has thousands. 

There are seven categories of cards in 
Ultimate Combat, each of which serves a 
specific purpose. The Foundations pro¬ 
vide the base power from which all of the 
other cards can be played. Technique 
cards are the backbone of the game, and 
represent all of the strikes, holds, throws 
and blocks that your fighter can perform. 
Movement cards and Advantage cards can 
increase the power of your attacks and 
blocks. Talisman and armor cards provide 
your fighter with special powers and 
increased defenses. Action cards provide 
for mystical assaults and other actions. 

With the addition of expansion sets 
such as “The Mystical Fighting Arts of 
China," expected in the summer of ’95, 
Ultimate Combat! can prove to be an 
ever-expanding source of mental exercise 
and tactical training for martial artists and 
enthusiasts of all styles and levels. Ulti¬ 
mate Combat! will be printed by Upper 
Deck of San Diego, California, and is 
expected to be released on April 1, □ 


A RAGE Preview 

by D. J. Trindle 


RAGE, coming in May from White 
Wolf Gome Studios , seems to be at least 
as faithful to Werewolf: the Apoca¬ 
lypse as Jyhad was to Vampire: the 
Masquerade. You need at least two peo¬ 
ple to play, although multiplayer games 
make things more interesting. Each player 
has a pack of Garou (werewolves), all of 
whom have a Renown rating between one 
and ten. The Renown total of all players' 
werewolf packs are the same (you play a 
twenty-point, or forty-point, or fifteen- 
point game of RAGE, depending on how 
long you want the game to run); this 
Renown total is also the victory condition. 
The first player to defeat enemies totaling 
that amount of Renown wins. 

H 

There are two decks of cards next to 
your Garou — an “action 1 ’ deck (filled 
with allies, enemies, and various events, 
moots, and sneaky things), and a “com¬ 
bat” deck. All players draw up to five 
cards from both decks at the beginning of 
a turn (combat cards also refresh after 
combat), and then play is simultaneous. 
Everybody plays allies (next to their 
Garou) and enemies (to the center of the 
board), then moots are called (where poli¬ 
tics temporarily takes precedence), and 
then when combat rolls around later in 


the turn, the alphas representing each 
pack may attack enemies or other were¬ 
wolves, Since any opposing player may 
end up playing combat cards for the 
enemy in question, it is often safer to 
attack another Garou. This game mechan¬ 
ic ensures that the Garou often spend 
more time and energy fighting other packs 
rather than common enemies — a situa¬ 
tion not uncommon in Werewolf: the 
Apocalypse, 

Game play is rapid — a bunch of us, 

going in absolutely cold and playing pre¬ 
built decks and packs, took from 35 to 90 
minutes to finish our respective four-play¬ 
er games. It’s not a difficult game to pick 
up, but there is significant card interaction 
and strategy, much like the other good 
CCG’s on the market, □ 


The Conquering Continues 

by David Williams 


Optional Rule: 

Big and Bad: Rather than the inverse 
relationship between a creature’s power 
and it’s movement points, players fond of 
big creatures may play with the following 
variant: creatures have movement points 
equal to their power at the beginning of 
movement (creatures still are allowed to 
move at least one space each turn), All 
other movement rules stay the same. 

Tournament Rules; 

When running a tournament of The 
Conquering, it is recommended that play¬ 
ers provide their own pieces and counters. 
It will probably be necessary for the tourna¬ 
ment director to have enough maps, but it 
is likely that there will be a couple of 
boards between the players, and the play¬ 
ers who have boards should get automatic 
entrance into the tournament. 

Place the players randomly at the start¬ 
ing positions on the boards that are avail¬ 
able. If it is possible, I suggest running with 
four people to a board. A four person 
game is not too crowded, but still makes 
players fight for elbow room. 

If time is a problem for a tournament, I 
suggest the following format for each 
round: Set a time limit such as two hours 

for each round (this shou/d be enough for 
a group of four players who have played 
The Conquering before. With new players 
or a six player game, expect the rounds to 
take longer). You will need to decide 

whether ties will be broken by “lives 
remaining’ 1 or “Places of Power visited”. I 
recommend the latter, as it encourages a 
more free-flowing game where movement 
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is as important as combat. 
With 30 minutes to go 5 begin 

enforcing a two-minute time 

limit on player turns (perhaps 3 
or 4 with novice players). 
When the time limit expires, 
use the tie-breaking scheme 
chosen to see who advances if 
no winner has emerged from a 
certain group. 

While it is simplest to simply 
have the winner of each table 
advance to the next round, 
another possibiity is to allow 
the top two finishers advance 
— either the top two places 
when time expires or the win- 
ner and top finisher amongst 
the others. This method pro¬ 
vides for a slightly less cut¬ 
throat game, but may result in 
players working together, 

I recommend using the cur¬ 
rent Duelist’s Convocation 

rules for deckbuilding (whether 
to run type 1, 2 or 3 is up to 
the director), as well as limiting 
the Jayemdae Tome and Ring 
of Renewal to one per deck. 
This will generally keep the 
game on a level playing field 
amongst the big-money players 
and the new players. □ 


The List of Lists 

Collect ’em aU! 


Many readers have asked us 
for a guide to our many card 
lists which we’ve been printing 
for over a year. Here it is! 

Dixie: Issue 17,5 
DoomTrcoper: Issue 16 
Flights of Fantasy: Issue 18 
Galactic Empires: Issue 16 
Illuminati N.W.O.: Issue 17,5 
Jyhad: Issue 15 
Magic: issues 10, 13 

Arabian Nights-Issue 13 
Antiquities - Issue 13 
Legends - Issue 14 
The Dark - Issue 15 
Fallen Empires - I^je 17 
Spellfire: 

Ravenloft - Issue 16 
Star of the Guardians: Issue 17.5 
Star Trek CCG: Issue 17 
Towers in Time: Issue 16 
Wyvem: Issue 17.5 □ 



□ C 

□ C 

□ c 

□ c 

□ c 

□ u 

□ u 

□ c 

□ c 

□ c 

□ c 

QC 

□ u 

□ c 

□ u 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ u 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

oc 

□ c 


Sci-Fi 

Acheron 3010 

Agromex 

Alphas 

Anguian 

Cephalodine 

Damaylia 

Dotrene 

Dr.M.E. Phistopheles 

Dryxtar 

Enciadus 

Gorgon 

Grotts 

Isogoniks 

Kakahn 

Keitsektok 

Kestreiin 

Komodo 

Kryophoros 

Lunar Worm 

M-6 Annihilator 

M-6 Sentry 

Medepoch 

Mithraic 

Ocxolytes 

Power Incarnate 

Rodeka 

Sarka 

Scalovates 

Slade 

Walker 



Andnc 

Artimdos 

Bohg 

Castor 

Chaanagyes 

Crylys 


Demons 

Drogah 

Druid Priests 

Ergloph 

General Lgeron 

Guardian of Universe 


□ C 

□ C 

□ c 

□ e 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ u 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 

□ u 

QC 

□ u 

□ c 

QC 

□ u 

□ c 

□ c 

□ c 

□ u 

□ c 

□ c 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ u 

□ c 

□ u 

□ c 

□ c 

□ c 

□ c 

□ c 

□ c 


King Ogdin Loven 

Krystalin 

Lostomatid 

Megohm 

Nyctea 

Ogress 

Pollux 

Racniz 

Rakshasa 

Saji 

Saurian 
Scut isorex 
Stone Guardian 
T errasesis 
Urutu 
Virago 
Horror 
Ace Fighter 
Alexandrian 
Arch Angel 
Cat Beast 
Chansi 
Clive Shulte 
Crows 

Father Tonoff 
Forest 

Friar Matthew 
Ganesa 



Grave Diggers 
Jester 

Leo LeGrande 

Madame Marishka 

Mirror 

Nazi Soldier 

Nosferatu 

Pycesus 

Pyro Revolt 

Sacred Relic 

Scarecrow 

Shaman 

Teufel 

Volcano 

Vulture 

Walking Dead 

White Dove 


Khnemu □ U Wolf 


Enhancement Cards 


□ R 

Knight Specter 

□ R 

T euf el 

□ R 

Fights of Fantasy Wizard 


Eule. Cards 

QR 

Rule Card A 

□ R 

Rule Card B 

□ R 

Rule Card C 


Puzzle Cards 

□ R 

Quark Dragoness 

□ R 

Neutron Dragoness 

□ R 

Tri-lateral Texangular 

□ R 

Radiation Dragoness 

□ R 

Scintillating Dragoness 

□ R 

Solar Dragoness 

□ R 

Ether Dragoness 

□ R 

Moon Dragoness 

□ R 

Dragon Automaton 


QallgBLGards 

QVR 

Alien Billiards 

□ VR 

Artist Bio 

□ VR 

Cosmic Cleansing, The 

□ VR 

“FoF” Collage 

□ VR 

Geisha 

□ VR 

Harvest, The 

□ VR 

Kelly D, G, Beard 

□ VR 

Mind Control Beast 

□ VR 

Pollux Sculpture 

□ VR 

Social Gathering, The 

□ VR 

Swan, The 

□ VR 

Winter Play 


Autograph Cards 

□ UR 

Artist 

□ UR 

Writer 
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A Dragon Primer 

By Robert Morss 


You've peeled off the outer and inner 
wrapping of plastic and you’ve gotten that 
first whiff of the brand new collectible card 
game: WYVERN™, Ahh . , . sixty glorious 
cards (of which two are rare and thirteen 
uncommon) , . , beautiful artwork! Let’s 
see . . * Dragons , . . treasure . . . actions 
, - . and what’s this? A rule book? Oh 
yeah, you can play a game with these 
things, too! 

First let s look at the typical WYVERN™ 
starter deck. WYVERN™ starter decks gen¬ 
erally have about 25 dragon and terrain 
cards, and 35 action and treasure cards. 
Using the minimum deck requirements 
from page 7 of the rules (i.e. 15 dragon 
and terrain, 35 treasure and action), it is 
possible to play the game with one starter 
deck per player. 

Since you only need 15 dragon and ter¬ 
rain cards in your dragon lair draw pile, and 
your starter provides you with 25 (or so), 
study your dragons and terrain to see if 
there are any you might want to leave out. 
Even with the minimum of 15 cards in your 
Dragon Lair, it is rare that you will run out 
of cards when playing the game with 
Starter Decks. This allows a certain latitude 
for different strategies when stocking your 
Dragon Lair Draw Pile, depending on the 
make up of your Treasure Horde Pile (over 
which you will have little or no control 
when using only a starter deck). 

Some players don't see the need to put 
any terrain in their Dragon Lair. But you 
will find that without those few extra Gold 
pieces generated during the course of a 
game when your opponent’s Dragons dis¬ 
cover your terrain, you will be short of gold 
when the final battles are being fought. 
When you're left holding a bunch of Battle 
Actions that you can’t afford, it can be 
very frustrating. Even worse is when you’re 
unable to pay one of your Dragons to 
fight! He just runs away (is discarded). 
Sure, the down side to terrain is that one 
of your opponent s Scouts might remove 
it, but to do so he must reveal himself. 
Once revealed, a Scout is usually easy prey 
to a counterattack or to a Dragon Slayer. 

Dragons: they come in various shapes 
and sizes, generally ranging from zero to 
seven in basic strength; some are fliers, 
some are Scouts, some have special abili¬ 
ties. A combination of strengths and abili- 
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ties is recommended when building your 
Dragon Lair. 

Scouts are weak, but necessary; without 
them your opponent will gain Gold back 
almost as fast as he or she spends it (as 
your non-5couts uncover enemy Terrain 
cards). Result: you will be left with a bunch 
of weakened Dragons, and not enough 
Gold to compete in the end game. Many 
players like to use a Flying Scout (such as 
Ampitere) from the back row, since it is 
less vulnerable to a counter attack there. 

Your largest Dragons should be held 
back and wait to attack an opposing face 
up Dragon, when you feel you have a 
good chance of winning the battle. In fact, 
don’t pay a large Dragon to enter the 
game unless you are forced to (when an 
enemy Dragon attacks it while face down) 
or,you need him to fight a battle you are 
fairly certain you can win. These Dragons 
are expensive to pay for, so you should 
know what you’re getting into before send¬ 
ing one into battle. One battle combina¬ 
tion quickly discovered by playtesters is to 
use a big Dragon to back up a small one. 
That is, attack with the small Dragon — 
once battle is joined, use the Battle Action 
card he/p to bring the big Dragon in as a 
reinforcement. Beware of this tactic, 
though , . . every Dragon that fights in a 
losing battle is killed! One misplayed Battle 
Chaos Card (which allows each player to 
bring as many Dragons as they want into 
the battle) could cost you the game. 

The smaller Dragons that are not Scouts 
may seem, at first, to be of limited use. 
After all, since they don’t remove Terrain 
why not just load up your Dragon Lair with 
big Dragons and throw in a few Scouts for 
good measure? But don't give up on the 
inexpensive, smaller Dragons. They can be 
used quite effectively in combination with 
Battle Action cards that carry strength 
modifiers. When using low-cost Dragons, 
you don’t have the high up front cost when 
they are first turned up. Moreover, they 
can often defeat an opposing Scout on 
their own (i.e, without using Battle Action 
cards). And if one gets caught in a battle 
with a large Dragon, you can apply your 
strength-modifying Battle Actions on an 
“as needed” basis. Highly useful with this 
strategy is to have the complimentary Trea- 
sures, Sword (+1 when attacking) and Jew¬ 
els (+1 when attacking) in your front row 
Treasure positions. 

As mentioned previously, the makeup 
of your Dragon Lair will be influenced by 
what you have in your Treasure Horde. 


--- Up My Sleeve 

Besides those mentioned above, here are 
a few useful combinations to be aware of: 

Some Dragons (such as Ajatar and 
Naga) are stronger (make that much 
stronger) when attacking from face down. 
When combined with the ability to be 
turned back face down (see treasure card 
Cauldron, or action card Avalanche), these 
Dragons can seem almost invincible. Face 
down Dragons also cannot be attacked by 
Dragon Slayers. 

The Treasure card Magic Wand should 
be used in a back row Treasure position. 
Particularly in the early stages of the 
game, it is nice to be able to make any 
Dragon in your back row a flier. Do this in 
your first Action phase and then sortie in 
your Battle Phase to attack or scout your 
opponent’s front row. The advantage is 
that in the back row you are less vulnera¬ 
ble to counter attack. 

A good way to get more than one card 
per turn into your hand is to play the 
Avalanche and Tsunami Action card com¬ 
bination. Say you have three Dragons face 
up. The Avalanche turns all Face up Drag¬ 
ons face down. Follow this with a Tsunami 
Actions Card which allows you to draw 
one card from your Treasure Horde for 
each Dragon you turn face up: turn up the 
three Dragons just turned face down by 
the Avalanche (which will cost you no 
Gold as you already paid for them when 
they were first turned up), and draw three 
cards from your Treasure Horde to your 
hand. This combo becomes even more 
useful if you know what cards you are 
about to draw! Play a Crystal Ball Action 
card on yourself, which allows you to look 
at the next five cards in your Treasure 
Horde Draw Pile and place them back in 
any order you want. 

Early in the game, when most of your 
battlefield positions are still occupied, an 
Avalanche followed by a Twister (which 
allows both players to rearrange all cards 
in their battlefields) can inject a degree of 
uncertainty back into the situation. 

Now that you’ve got some idea of what 
to look for in card combinations, you 
should be able to put together a competi¬ 
tive playing deck, even from just one 
WYVERN™ starter. 

U.S, Games Systems has announced a 
new WYVERN Customer Support Num¬ 
ber: (203) 327-4272 and is covered from 
1 to 4 pm Eastern Time with voice mail if 
no one is in. □ 
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Up My Sleeve 


Cardiology 


Written by Katherine Shelly Pfeiffer 


In my introductory column I spent con¬ 
siderable space discussing the merits of 
my favorite fantasy art trading card sets. 
With this first regular column I will begin 

shorter reviews. Each month I’ll try to 
cover the newest fantasy releases as well 
as discuss some of the excellent sets still 
available from past releases. 


Joe Jusko's Edgar Rice Burroughs Colled ion 
Pi iWisher: FPG 4 Artwork: A 4 Production Values: A+ 
Cards In Set: 60 4 Approx* price $15 


The hottest fantasy art trading card set 
released in December was Joe Juskos 
Edgar Rice Burroughs Collection 
from FPG* This set stands out for both 
artwork and production values* 

The physical quality of these cards rep¬ 
resent a new high point in trading cards. 
You 1 !! be struck by the thickness of the 
cards; they remind me of credit cards. 
These 60 cards are the first in a series of 
FPG Gold series cards printed on 24pt 
card stock with UV and aqueous coatings 
on both sides. The quality of the color 
reproduction of artwork on both sides is 
the finest 1 have seen* 

The paintings offer a wide range of 
dramatic scenes from the many Bur¬ 
roughs works. Jusko has a good feel for 
the human figure, and my favorites are 
those in which it dominates. His scenes 
showing Tarzan and lions from Tarzan 
and The Apes and Tarzan and the Go/d- 
en Lion capture the muscular and heroic 
aspects of Tarzan and the majesty of the 
his great cat companions. Scantily clad 
beauties in seductive poses and perilous 
situations reveal Jusko a master of the 
charms of the 'weaker" sex, as well. For 
those who want action, many scenes 
depict ferocious conflicts between man 
and man and man and beast, Jusko's 
lions, leopards, elephants, crocodiles, 
apes, vultures, and dinosaurs stand out in 
these paintings for their vitality, reality 
and animation. Throughout the set 
Jusko s paintings uniformly reflect the 


thespian visual qualities of Edgar Rice 
Burroughs's stories. The paintings depict 
scenes from all the Tarzan stories, as well 
as Pellucidar, The Lost Continent, The 
Cave Girl, At The Earth's Core, The 
Land Time Forgot, The Moon Maid, and 
Beyond the Farthest Star. And the six 
chase cards make up a spectacular metal¬ 
lic “sixtych" from John Carter of Mars — 
the best metallic card set !ve seen. 

Born exactly 84 years after Edgar Rice 
Burroughs, Joe Jusko enjoyed copying 
cartoons even as a young boy. After he 
graduated from New York High School of 
Art and Design in 1977 with the D C, 
Comics Award for Excellence in Cartoon¬ 
ing, he apprenticed with Howard 
Chaykin, a noted comic artist. Jusko 
worked as a comic illustrator and soon 
found that he craved the more challeng¬ 
ing work of painting. He was soon pro¬ 
ducing painted covers for Heavy Metal 

and Marvel 1 s magazines* In 1992, Marvel 
hired him to produce the 104 paintings 
for the first Marvel Masterpieces set. That 
set was a tremendous hit. Unlike the Mar¬ 
vel series, which he had to complete in 
3- Vg months, Jusko worked for over a 
year and a half on the 61 images used in 
the Burroughs set. 

Bigger Is Better 

New on the collecting card scene are 
large format cards from both Comic 
Images and FFG. In the case of artwork, 
there is no doubt that bigger is better: you 
can see the beautiful details in paintings 
without a magnifying glass* 


Keepsake Collection* 
Publisher: Comic Image* 


Comic Images Keepsake cards were 
published in mid-1994. Two sets will 
interest fantasy lovers, the Tim Hilde- 
braridt: The World's Dragons Keep¬ 
sake Collection and the Michael Whelan 

Elric Keepsake Collection* Both come 


with six comic book size, 6" x 9”, images 
and a 6" x 9” mini press sheet reproduc¬ 
ing all six cards in trading card size. The 
Hildebrandt set comes with a holochrome 
card with another dragon scene. The 
dragon scenes show dragons in a variety 
of settings and with a variety of charac¬ 
ters* The Elric set reproduces the 
weII-loved Moorcock book covers. Here 
we see Whelan’s romantic and compelling 
visualization of the albino warrior-wizard. 
Keepsake collections are printed on stan¬ 
dard card stock, and come packaged 
together in a windowed envelope printed 
with the title of the set. No printing on the 

back sides, $19.99 per set. Each Keep¬ 
sake Collection is limited to 5000 sets. 


Colossal Cards 

Publisher FPG 4 Artwork: A 4 Production Quality: A+ 
Cards in Set: 50 4 Approx* price $100 


As FPG says, these are “gigantic' 1 trad¬ 
ing cards. Like regular trading cards, 
Colossal Cards are sold in packs of five 
cards, eighteen packs per box. These 
6- 3 /V x 10" cards are printed in the high¬ 
est quality reproduction on 24pt card 
stock* The set includes 50 different 
images, five each by Chris Achilleos, Larry 
Elmore, Richard Hescox, Jeffrey Jones, 
Ken Kelly, Don Maitz, Keith Parkinson, 
Mike Ploog, Rowena, and Darrell Sweet. 
New text on the back of the cards gives 
more information on the works of art and 
the artists. These cards are already some¬ 
what scarce and a complete set will cost a 
bundle, but they're beautiful, FPG plans 
another set later this year. 

If you need help finding any of the 
trading card sets mentioned in this col¬ 
umn, please call Bob Irsik at Comics 

Utah, 800-927-5075. 

I d be most grateful for your questions 
and comments about the items in this col¬ 
umn. You can write to me care of 
SHADIS or e-mail me at CompuServe ID 

71151,252* □ 
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A Closer Look at the 
Small Press World 



The Familiar 




BERG' 

Review of Games 


«AS LMONTHLY NEWSLETTER OF INDEPENDENT OPINION- 


Berg's Review of Games 


Edited by Mitch Michaelson 


A s I commented last issue, the small 
press world is a bit more active than 
normal. Several publishers have cre¬ 
ated the Small Press Association to 'pro¬ 
vide a forum for members to exchange 
ideas, provide mutual support and assis¬ 
tance, and promote small press and the role- 
playing hobby.” 

The SPA seems targeted at small compa¬ 
nies or people about to start companies. 
From talking with the developers, I think 
what we re seeing is not so much competi¬ 
tion for GAMA, but an effort to focus some 
of the energy of the small press world on the 
issues of small press. The advice and experi¬ 
ence of start-up companies in this hobby 
would be a great boon to beginners. 

Contact the Small Press Association at 
P.0, Box 2531, Elk Grove, CA 95759, 

Tip of the Month 

Zines fall behind schedule at one time or 
another. Accepting that means you're fore¬ 
warned and forearmed. Stockpiling articles 
and art is the key to a quick recovery. When 
you find yourself with many articles, set a 
few aside for the day when you’ll need 
them. If you get your hands on a talented 
artist who can produce large numbers of 
illustrations, try to get a bit more than you 
need, so that later you don't find yourself 
lacking art. 


Publisher: The Familiar, LTD 
Editor: Edmund Shaw 
Frequency: Monthly 

The newest entry to roleplaying maga¬ 
zines is also one of the oldest — sort of. 
T he Familiar existed long ago, back in the 
80s, Now it has returned in full color. The 
Familiar’s first two issues will be free, so 
look around at conventions or your local 
game store for copies. 

To describe its focus, HI use the publish¬ 
er's words: “...our focus is going to be on 
worlds and not rules.” In addition, they hope 
to bring to a big magazine what the fanzines 
have always had: reader interaction. They 
already have the direct involvement of 
fanzine editors and advice from other edi¬ 
tors. In addition, they're supporting the 
Small Press Association. 

But that's policy, so let me tell you what’s 
in their first issue. They touch on industry 
news by describing the TSR v, GDW lawsuit 
(regarding Gygax’s game Dangerous Jour¬ 
neys). There’s an article by Spike Y, Jones 
on what people have historically used for 
money rather than gold. Best, we get a 
descriptive article on a science fiction world 
called Yagahina. I liked Yagahina very 
much, and would have printed it myself had 
I gotten it first. Much of the rest of the first 
issue is filled with the 18 RPG reviews. 

Everybody that knows the Familiar folks 
hope they hit their stride and climb in popu¬ 
larity. Maybe you can help by writing to: 
The Familiar, PO Box 2752, Chape! Hill, 
NC 27515-2752, 


Publisher: Richard Berg 
Editor: Richard Berg 
Frequency: Bimonthly 
Berg's Review Of Games has won 
Best Amateur Magazine at Origins twice, 
but it isn’t a pretty zine. The reason why it 
won is because the writing is very good, 
bordering on the best in fanzines. In fact, in 
the words of Richard Berg, it’s “the best 
writing in the wargaming industry — a tri¬ 
umph of substance over style.” Volume 1 of 
BROG was done in his days at SPI, about 
10-15 years ago. The current incarnation 
began about three years ago. 

The header reads: “A Bimonthly 
Newsletter of Independent Opinion . ” 
BROG prints reviews of historical 
wargames. They state who designed the 
game, what size the maps are, how many 
counters it has, and how much it costs, 
among other things. They also include Cap¬ 
sule Comments for a quick summation. 

The reviews stuck in my memory, unlike 
the ones I often read on roleplaying games. 
Who can forget referring to players as “Dice 
Potatoes” or a game as “butt-numbing?” 
One reviewer, remarking on the number of 
dice rolled in a game, wrote, “You wilt be 
able to crush a Volkswagen after playing 
this game twice.” 

BROG is photocopied on regular white 
paper and stapled. The average page length 
is about 15 pages. If you enjoy historical 
wargames, you should subscribe to Berg’s 
Review of Games. Contact Richard at: PO 
Box 567, White Plains, NY 10602. 
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Zine Scene 



Paper Mayhem 

Publisher: Paper Mayhem Assoc. 
Editor: David Webber 
Frequency: Bimonthly 

Paper Mayhem is one of the finest 
publications in all of adventure gaming. The 
reason why you may not know about it is 
Paper Mayhem covers play-by-mail 
games. If you have the slightest interest in 
PBM games, you should subscribe to 
Paper Mayhem immediately. 

What s good about Paper Mayhem? 
The articles are informative and the 
research is trustworthy. It has excellent, full- 
color covers - the most recent by Magic 
artist Ne Ne, It comes out regularly and has 
been for 11 years. Unlike many roleplaying 
magazines, it’s neutral and unbiased. 

Paper Mayhem is the perfect place to 
find out about PBMs. In the most recent 
issue, they included the PBM Game Rat¬ 
ings, a list of over 70 games. They also had 
the year-end Best PBM Games of 1994, 
Best PBM Moderators of 1994, and Best 
PBM Companies of 1994, 

As someone who desperately wants to 
get into PBM gaming but doesn’t have the 
time, I almost don’t like to get Paper May¬ 
hem. It's more frustrating than flipping 
through Victoria's Secret. (Not that I do. 
Really.) The games look enticing and 
there’s a lot going on in that part of the 
hobby, especially as games begin to move 
to play-by-electronic-mail. 

Get Paper Mayhem to find out more. 

Paper Mayhem, Dept. PM, 1518 Adams 
Street, Ottawa, IL 61350-4770. 



Flagship 

Publisher: Baker Bond, LTD 
US Editor: Joey Browning 
Frequency: Bimonthly 

Flagship is often compared to Paper 
Mayhem, since they’re the two leading 
PBM magazines. Both seem friendly with 
one another though, even cross-advertis¬ 
ing. Flagship started in Britain, but has a 
US Edition now. 

Flagship is heavy on data. The 
reviews include turn results and maps so 
you can see what games look like. They 
show you some of the game "languages” 
used to input orders to the game. For me, 
this is useful so that 1 can judge what kind 
of game 1 would be getting into. The 
reviews also include “At a Glance” notes 
so that you can decide if you even want 
to read the review. The back few pages 
include Galactic View, a database of com¬ 
panies and games printed in a tiny font. 

Unlike most magazines, Flagship has 
a lot of input from readers. Flagship also 
has something called "Supercoupons.’ 
From what I gather, subscribers get dis¬ 
counts for starting up in games that 
accept Supercoupons. 

You should get Flagship if you’re 
interested in PBM games, especially elec¬ 
tronic ones. It seems more detailed and 
less pretty’ 1 than other magazines, but 
it’s also more useful. Write to them at: 
RR 2 Box 40, Red Oak Flats, Dahlonega, 
GA 30533-9619. 



Fractal Spectrum 

Publisher: Fractal Dimensions 
Editor: Donald JA Redick 
& Kathleen D, Seymour 
Frequency: Quarterly 

Fractal Spectrum is a small fanzine 
from the PBM company Fractal Dimen¬ 
sions. I like the zine quite a bit, but maybe 
that’s because of my interests, it covers a 
bit of PBM and a bunch of RPG industry 
news. They also include two reviews per 
issue, convention lists, and some very short 
fiction. Mixed in, they even explain how to 
use the Internet to get involved with other 
gaming activities. Obviously, it’s a well 
rounded little zine. 

While they don’t write new materia) for 
roleplaying games like spell lists or new 
character classes, their industry news col¬ 
umn is worth catching, They always reveal 
major squabbles and product release dates, 
plus they print award winners and tell us 
who the FBI raided. Their industry news 
also involves PBM companies, so 1 can 
keep an eye on them, too. {The reason 
why I try to watch all of these columns in 
different zines is to get opposing views.) 

The material for PBM is almost always 
for their own succesful game, M A Duel of 
a Different Color. 1 

Fractal Spectrum has risen from eight 
8,5” by 11” stapled pages to about 20 
saddle-stitched pages at 7” by 8,5”. Con¬ 
tact them at 17-29 Main Street, Suite 316, 
Cortland, NY 13045. □ 
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Editor’s Note: As I was putting 
the finishing touches to this issue a 
friend called to tell me that Nigel 
Findley had just passed away. I was 
stunned, because I had just talked to 
Nigel (for the first time) on the tele¬ 
phone just a day or so prior, 

I barely knew Nigel, except by 
reputation and through his many 
works, Nigel had agreed to write a 
fictional piece for our upcoming 
anthology special and I was both flat¬ 
tered and excited that he had agreed 
to do so, Nigel wrote over a hundred 
books related to the gaming and has 
worked in some capacity with virtual¬ 
ly every game company in the busi¬ 
ness, 1 found the following bio on 
Nigel in the OGF on America Online 
and thought it would be of interest to 
our readers: 

"Nigel Derek Findley passed away 
suddenly on February 19, 1995, at 
his home in Vancouver, He is sur¬ 
vived by his loving partner Holly 
Langland and his adoring family: 
Mother Audrey, and brother Rodney, 

He was predeceased by his father 
Garland in 1967 and his grandmoth¬ 
er Dorothy MacLachlan in 1992, 
Nigel was bom in Venezuela in 1959 
and grew up in Spain, Nigeria, the 
United States and England before his 
family moved to Vancouver in 1969. 
He was educated in England and at 
St, George's School in Vancouver. 
He received his BSc and BFA 
degrees from the University of British 
Columbia where he was an active 
member of the Sigma Chi fraternity. 
In 1990, after brief careers in techni¬ 
cal writing and marketing, he decided 
to pursue his true love, writing, as a 
full-time occupation. The literary lega¬ 
cy Nigel leaves behind him is great. 
Over the past 15 years Nigel has writ¬ 
ten over 100 books, including 12 nov¬ 
els, making him one of the most rec¬ 


ognized names in the science fiction 
and gaming community. 

In addition, for the past 6 years, 
Nigel wrote for High Tech Office col¬ 
umn for the newspaper Business in 
Vancouver, His quick wit, inquiring 
mind, unique turn-of-phrase and 
enthusiasm for life will be sorely 
missed by his family, his friends, his 
colleagues, and his readers all over 
the world. In lieu of flowers, dona¬ 
tions may be made to the charity of 
your choice." 

Jolly R. Blackburn 

A New Aheam Among Us 

Congratulations to the Aheam 
family on the birth of their baby boy, 
Luke Cooper Aheam. Little Luke 
(aka Cooper) was born December 
3rd, 1994, at 2:12 a.m, I r m told that 
mom only had to endure 45 minutes 
of labor, seven contractions and no 
drugs! She smiled the whole time,” 
Luke told me, “but after four years of 
marriage...she could handle any¬ 
thing." 

Luke Cooper was 21 inches long 
and and weighed in at 7 lbs. 14 oz. 
At last — an heir to the Goldtree 
Enterprises legacy! 

Small Press Association Launches 

A brand new organization was 
launched in January, designed to 
assist small press publishers of vari¬ 
ous role-playing products, including 
fanzines, magazines, game hooks, 
software and the like. The Small 
Press Association is headed by 
industry personalities Luke Ahearn 
(Gofdtree Enterprises), Mark Arse¬ 
nault (Go/d Rush Games), Jolly 
Blackburn (SHADJS), Roger Carden 
{The Fami/iar) and Christian Moore 
{Last Unicorn Games). 

The Sma/7 Press Association 
offers a “small press start-up kit” to 
new members, which includes an 
informative pamphlet, blank forms 


for obtaining an ISSN or ISBN, regis¬ 
tering a copyright, and more. Mem¬ 
bers will also receive Press On!, the 
SPA’s quarterly newsletter. Other 
materials, to be announced later, will 
also be made available to the general 
membership. 

For a copy of the Small Press 
Association guidelines, just send a 
SASE to: SPA, P.O, Box 2531, Elk 
Grove CA 95759, AOL members 
may download the guidelines from 
the Game Company Support Library. 

Life After DC? 

When asked about the possibility 
of re-releasing the DC Heroes 
game, Doug Tabb at Mayfair Games 
recently said, “We have no plans for 
the forseeable future to reacquire the 
(DC) license. The game system 
belongs to us, but we currently have 
no plans in the works to re-release it 
any time soon.” 

Doug, however, went on to say, 
"Keep an eye out, though...it’ll be 
around again — someday . ” 

Wintertree Update 

Wintertree Software announced 
the release of version 2.0 of Table* 
Master, their universal table-han¬ 
dling software for IBM compatible 
computers. The new version incorpo¬ 
rates many advanced features, allow¬ 
ing users to create more flexible and 
powerful tabeles. Licensed table 
packages for several game systems 
will be available soon. 

In addition, Wintertree owner 
Jean McGuire says that she is finaliz¬ 
ing arrangements with a company 
‘long absent from the RPG scene, 
whose return will be welcome 7’ 

For more information, you 
netrunners out there can contact 
Wintertree at: 73223.664@com- 
puserve.com. 


Kingdom in a Box 

Kenzer & Company recently 
announced that their Kingdoms of 
Kalamar fantasy game setting is 
now available in a boxed set. For 
more information on this original 
fantasy setting product, contact Ken¬ 
zer & Company, 8926 N. Green¬ 
wood Ave. Suite 188, Niles IL 
60714-5163. 

Don't Bug Me 

Watch for a brand new board 
game from the folks at Fat Messiah 
Games, called Insect a. It reportedly 
deals with insectoid carnage on a tac¬ 
tical scale, with buggy warriors 
devouring each other... 

The game doesn’t take place on 
an alien world, as one might expect, 
but our very own! Just what the doc¬ 
tor ordered! Get your insecticide 
ready. Insecta is scheduled for release 
March first. 


Pariah 


Fantasy 


Mike Nystul, the self-titled Cruise 
Director of Pariah Press, announced 
that his company will be releasing 
Crusade, a new heroic fantasy 
game, later this year. “There will be 
a preview edition available at Gen- 
Con,” Mike told me, "and unlike the 
Vault, you will only have to wait until 
Christmas for the real thing.” For 
more information, you can e-mail 
Mike Nystul at: PariahMike@aoLcom. 

Soldiers and Steins 

So/diers and Swords Games has 
entered the general merchandising 
arena with a new line of personal¬ 
ized, engraved pewter promotional 
items. 

Everything from coffee mugs to 
zombie glasses can bear your custom 
logo, monogram or personal mes¬ 
sage, For more information, contact 

Soldiers and Swords Games at: 40 
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Jarvis St., Binghampton, NY 13905; 
or e-mail; SSGJeff@aol.com. 

Fourth Generation Quest 

It seems that RuneQuest will 
indeed see a 4th edition. "We’d like 
to release RQ4 at GenCon, but are 
not able to make any promises/ 1 said 
an Aua/on Hi/1 Game Company rep. 
“It will most likely be coming out as 
two books; the first called 
RuneQuest, the new edition of the 
Runequest rules, the second called 
Adventures In Glorantha, consist- 
ing of background, character genera¬ 
tion and other Gloranthan-specific 
material." 

Black Dragon Scales, er, Cards 

Black Dragon Press recently 
announced the production of a brand 
new (you guessed it} collectible card 
game, called Tempest of the 
Gods, 

The card set will be a limited run 
with 300 cards in the set. The cards 
will feature talented artists, including 
Jeff Menges, Mark Poole and Susan 
Van Camp, all of Magic; the Gath* 
ertng fame. 

Brass Dragon Takes Flight 

Brass Dragon Gomes is now on 
decent footing. So says BD rep 
Richard McCoy, 

ll Gur initial PBM game, Con¬ 
quest, has two full sections running, 
with a third planned for March/' 
Rich told me, 

'We also have plans to release a 
new PBM game called Space Sta¬ 
tion Omega around March. Two 
other games are in the design stage.” 
Richard told me that Brass Dragon 
also plans to break into the role-play¬ 
ing side of gaming sometime in the 
future, 

You can contact Brass Dragon 
Games at: Apt* #204M, 251 S, 
Reynolds St., Alexandria VA 22304. 

Terror is Never Far Behind... 

That’s the tag line of Don't 
Look Back, the first release from 
Mind Ventures. 

Don't Look Back: Terror is 
Never Far Behind is a roleplaying 
game of horror, intrigue and science 
fiction set in an eerie modem world. 

Don't Look Back is available 
now, with two supplements expected 
to be released later this year. For 
more information contact Mind Ven¬ 
tures at: P,0. Box 1032, Starkville, 
MS 39759; or e-mail them at: mven- 
ture@io.com, 


Travelling Band 

Another newcomer to the gaming 
scene is Trove// Gomes, a game pub¬ 
lishing company based in Columbia 
Falls, Montana, 

For information about Travel! 
Games and their (upcoming?) prod¬ 
ucts, contact Travis Dorsey at: Trav- 
ell Games, P.O. Box 1869, Colum¬ 
bia Falls, MT 59912. 

Take it to the Max! 

Yet another new game company 
to join the growing band of insomni¬ 
acs in this industry is Worldmaster 
Designs , whose first work of love is 
Adventure Maximum. 

Although WD has been around 
for a several months, I wanted to be 
sure to mention them in this column. 
Adventure Maximum is a universal 
role-playing system of high action 
and adventure, with 160 pages of 
material. 

The game retails for $15 and can 
be ordered direct from Worldmaster 
Designs at: P.O. Box 5782, Enid* 
OK 73703, Also available from WD 
Is Goming Maximum, a zine dedicat¬ 
ed to their RPG, and the Adventure 
Maximum Game Screen. 

Can it be Crunchy Frog? 

That was my reaction when I first 
laid eyes on Crunchy Frog's latest 
release, Critter-Tek. This item is a 
parody of FASA’s popular Bat- 
tleTech game. 

Critter-Tek is a sharp-looking 
product, and has received a nod from 
the FASA crew, “Or at least they 
said they wouldn't sue! 1 ' said Crunchy 
Frog president Paul Lidberg, For 
more information, contact Crunchy 
Frog Ent. at: 889 Mowry Ave. #105, 
Fremont, CA 94536; or e-mail 
FrogGod@aol.com. 

If Ever a WIz, a Wlz There Was.. 

Look for Wiz War Expansion 

#2 to be released this spring from 
Chessex Games, so says Joe Cole¬ 
man. “A new resource for Albedo is 
in the works for ship construction/ 1 
said Joe, “and there are rumors of a 
world guidebook to follow, “Joe tells 
us there’s nothing new for Jorune 
on schedule at this time. 

* 

Harpoon Fires Again! 

Loren K. Wiseman, GDW presi¬ 
dent, has confirmed that there will be 
a new edition of Harpoon being 
released sometime in the unpecified 
future. 


When asked when it might see 
the light of day, Loren said, "Shortly 
after Lany Bond finishes writing it.” 
That’s all we know at this point, 
sports fans. 

Black Inc. 

BJacfe Gate Publishing under¬ 
went a transformation of sorts last 
month. Effective January 1st, the 
company is now called Black Gate 
Publishing, Incorporated (or "Inc," 
for those conserving printer toner), 

"Don’t worry," said BGP’s Bran¬ 
don Blackmoor, "it’s just a tax thing. 
We're still a game company run by 
game players. The accountants and 
lawyers work for us, not the other 
way around. ” 

SW Ships Launches In September 

West End Games, after announc¬ 
ing several delays in the Star Wars 
Ships project, has given a tentative 
release date of September* The pro¬ 
ject is currently being written by 
Steve Luminati, and will include deck 
plans, as well as ship construction 
rules for everything from starfighters 
to capital ships. 

In Characters 

Abo in the works at WEG is the 
Star Wars Character Book (just a 
working title at this point), scheduled 
for a December release* Bill Smith at 
West End tells us “It’ll have 60 new 
character templates including — if all 
goes well — Imperial player charac¬ 
ters.” Imperial PCs, Bill? “Remem¬ 
ber," Bill continued, "just because 
they’re [in the book] you don’t have 
to use them, but for those of you who 
wanted them ... we are listening/' 

Gold Rush Gets Wired 

Go/d Rush Games recently 
unveiled their new BBS* There are 
no chat areas, but callers can down¬ 
load various files, including submis¬ 
sion guidelines, product catalog and 
Night City Trax sound files (in 
.WAV format). 

To reach the Gold Rush BBS, set 
your modem to 8N1 and dial (916) 
684-9443,,,,,9. 

1 Van! to Change Your Name! 

Wizards of the Coast announced 
that it is officially changing the name 
of the Deckmaster card game Jyhad 
to Vampire; The Eternal Strug - 
gle. 

The change is in cooperation 
with White Wolf Game Studios. 
When asked about the name change, 


WotC Customer Service rep J. D* 
Wilker stated, "the steering team for 
Jyhad has decided to change the 
card backs of the vampire cards to 
read 'Vampire; the Eternal Struggle’, 
while the green-backed cards will still 
read 'Jyhad',” 

In related news, a pocket player’s 
guide for V:tES, called Darkness 
Unveiled, is due out this August. 

Virtual Opening 

A new Virtual World has 

opened in Pasadena, California: it 
offers both BattleTech and Red 
Planet. The new BattleTech mechs 
are available for those who are into 
powersuited combat; others can 
strap into a Screaming Broccoli in 
the Red Planet race game, 

A Long, Strange Trip 

The Alderac Entertainment 
Group will be coming out with a 
magazine-sized fiction anthology this 
summer under SHAD1S PRE¬ 
SENTS; Strange Vistas, 

The anthology will focus on origi¬ 
nal short stories based on popular 
gaming worlds developed by various 
gaming companies. 

As of this writing, companies 
involved include Wizards of the 
Coast, Palladium Books, Black Drag¬ 
on Press, Crunchy Frog Enterprises, 
Mayfair Games and many others. 

"SHAD1S began life as an anthol¬ 
ogy magazine,” said Jolly Blackburn, 
the project’s editor-in-chief. “This is 
sort of a homecoming. Initial 
response and involvement has been 
so great that I'm certain Strange Vis¬ 
tas is destined to become a regular 
publication, ” 

Companies interested in being 
involved should contact the editorial 

staff of SHADIS. 

WQTCs in the House! 

Wizards of the Coast is planning 
to release several support books for 
Ars Magica this year, including 
House of Hermes, Faeries* and 
Covenants, all of which are new 
versions of information previously 
presented in other Ars Magica sup¬ 
plements. 

In addition, we can expect to see 
"the latest, greatest version of Ars 
Magica later this year." 

On Holdime 

With the release of Illuminati: 
New World Order, Steve Jackson 
Games' updated card game (based 
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on the original Illuminati), the 
upcoming game In Nomine has 
seen one delay after another. 

Our fervent hope/' said Pyra¬ 
mid editor Scott Haring, "is that this 
game will be out in late February, but 
it’s looking more and more, sadly, 
like March, Hang in there. 11 

For folks concerned about In 
Nomine becoming another Hot 
Lead, Steve Jackson has said, "In 
Nomine is at the top of our schedule 
after INWO gets out...and if some¬ 
thing else has to be bumped a bit to 
Jet In Nomine make it, well, that’s 
what will happen. ” 

Have You Zlne? 

There's a new gaming ‘zinc from 
Down Under, called Australian 
Realms. This small press role-play¬ 
ing publication, edited and published 
by Nick Leaning, details its own fan¬ 
tasy campaign world called Unae, 
and also includes "a highly original 
and humorous comic strip called 
Adventures of the A-Team.’’ 

For more information, you can 
contact Australian Realms at; P.O. 
Box 220, Morley, Westerm Australia 
6943; or e-mail; 

nicklean@perth.dialix. 02 .au. 

New from Last Unicom Gomes 
(publishers of the ARIA world books) 
is Canticle, the quarterly publication 
dealing with world and myth cre¬ 
ation, For a free copy, write to Last 
Unicorn Games at: P,0. Box H, 
New Cumberland PA 17070; or e- 
mail them at: Monomyth©aol.com. 

Another magazine from across 
the pond is Interactive Fantasy 
(formerly Inter'Action), from 
Hogshead Publishing in Great 
Britain, Interactive Fantasy is billed 
as "the quasi-academic journal of 
role-playing," 

IF will be available in the U,S. on 
a limited basis (time to call those 
stores so they can get a copy for 
you), at a retail cost of $7,95. 

More From the Hog 

Also coming from Hogshead 
Publishing this year are three role- 
playing systems, including the Bug- 
town RPG, based on the gonzo sci- 
fi comics work of Matt Howarth, and 
a revival of the Warhammer Fanta¬ 
sy Roleplaying game! 

For more information, contact 
Hogshead Publishing director James 

Wallis at: 29a Abbeville Road, London 

SW4 9LA, Great Britain; or e-mail: 

hogshead @ wonde r.demon .co.uk. 


Aria Builds Momentum 

Speaking of ARIA, Lost Unicorn 
Games announced that ARIA: Can¬ 
ticle of the Monomyth has entered 
its second printing, following a great 
start since its unveiling at last year's 
GenCon, 

Several new support products are 
scheduled for release this year, as well, 
including the ARIA Mythguide Pack, 
the first Worlds Companion, and the 
ARIA Bestiary. 

Also coming this year from Last 
Unicorn is Heresy: Kingdom Come, 
a collectible card game set in a dark 
future amidst the ruin of a forsaken 
Earth, 

Heresy is due out in July. Keep 
an eye out for this new game. Some 
of the artists working on the project 
are Rick Berry, James G’Barr, 
Michael Kaluta, Tom Kidd, Barclay 
Shaw, Dean Williams and Brom. 

PALLADIUM 95 

Some of the pproducts coming 
from PaHdium Books this year 
include: The Phase World Source- 
book; Old Kingdom Mountains; 
Mystic China for Ninjas & Super¬ 
spies; Rifts Book Seven: Rifts 
Undersea; Robotech; Recon; and 
Old Kingdom Lowlands, 

Coming to a Screen Near You! 

MCA/UniversaL TSR Inc., and 
Ground Zero have entered a major 
multimedia agreement to produce the 
WUdspace live-action television pro¬ 
gram and interactive theme park event. 

Both are based on one of TS/f’s 
fantasy worlds, in which "brave 
medieval warriors are catapulted into 
outer space on sailing ships to battle 
evil creatures, space pirates, and 
nearly invincible fire-breathing drag¬ 
ons/ 1 

Twenty-two, one-hour programs 
are in development for prime time 
network television, according to a 
press release from TSR that 
appeared on the Internet, 

The program will incorporate 
state of the art computer graphics, 
animation, and live action, in a pro¬ 
duction process dubbed hyperReality, 
Other deals in the works include an 
electronic game, and a line of Wlld- 
space toys and games. 

There are also rumors of a Wild- 
space virtual reality ride in the works 
at Universal Studios, 

On the Green 

John Tynes of Pagan Publishing 

assures me that Delta Green is 

close to completion. 'The majority of 


the text is written," said John, "and 
we're now just plugging holes in the 
book to make it as well-developed 
and useful as possible. We’re shoot¬ 
ing for a summer release, but that's 
not guaranteed. When the project 
enters a more predictable stage, we'll 
let everyone know. For the records, 
the book looks incredibly good and I 
think it'll knock everyone's socks 
off/ 1 

Magk: The Comic Book? 

That’s right! Watch for a brand 
new comic book series, based on 
"that card game/ 1 to hit store shelves 
soon. No word on content or rarity 
of issues as of this writing. (Just jok¬ 
ing, you collector maniacs). 

WotC Customer Service Rep J. D. 
Wilker informed me that the comics 
will also contain Magic: The Gather¬ 
ing expansion cards. 

Now there’s a surprise. "Cards wiU 
be included with the comics/’ J. D. 
said, "Magic cards and Ice Age cards, 
depending on the comic, but these will 
be promotional cards only, not unique 
cards like the Nalathni Dragon, Arena, 
Sewers of Estark, or the new Wind- 
seeker Centaur from Whispering 
Woods/' 


Your Game is Overdue... 

Submitted for your perusal. Stem 
Cook, a well-known freelance artist 
whose work has graced many Hero 
Games’ products, made an interest¬ 
ing discovery while browsing his local 
library, 'I was walking through the 
stacks of sports books looking for 
references for school/' Stom related, 
"when lo and behold! The soft-cover, 
4th Edition, Champions rule book. 
Hey, we’re literature now!" 

Is this a sign of acceptance of 
RPGs into the mainstream American 
culture, a hoax perpetrated by a 
deviant mind, or perhaps just anoth¬ 
er side-trip into the card catalog of... 
the TwiJigbt Zone? 

CD 13 

The Bureau 13 Interactive 

CD for DOS, from Take 2, was 
scheduled for a national release in 
January or February, it has over 90 
lo cations and half a hundred puzzles 
to solve," said Tri-Tac Rep rep, 
Richard Tucholka. “(it’s a] very nice 
CD game, in the tradition of 7th 
Guest and such." 


Goat-Tees Ahoy 

Goat-Tee Games, a small press 
game company founded by Charles 


Paschall, announced the upcoming 

release of its newest effort, an action- 
adventure RPG called Rapid. Charles 
recently told me, "It is based on 
action films stressing cinematics over 
realism. It has a heavy lean in influ¬ 
ence to the Hong Kong films, espe¬ 
cially those from director John Woo.” 

Goat-Tee Games' first effort was 
Mad Santa and a Pocket Full of 
Brine, "a smal and time consuming 
comedy RPG," explains Charles. 
Rapid is due for release this month. 

A Mild Psychosis 

Chameleon Eclectic announced 
the release of Ship of Foots, the 
first campaign book for their Psy¬ 
chosis roleplaying game, in which 
players use Tarot cards rather than 
dice. “Describing Psychosis in just a 
few words is rather difficult/’ accord¬ 
ing to CE rep Charles Ryan. "It's just 
not like any other roleplaying game. 
It could be compared to some 
strange combination of the movies 
Brazil, Jacob's Ladder, and Total 
Recall, with a little bit of Spaceman 
Spiff thrown in for good measure." 

Ship of Fools ships late Febru¬ 
ary, followed by Solitary Confine¬ 
ment in May. A total of six cam¬ 
paign books are scheduled for 
release through the end of 1995. 


Ear to the Wall 



Ok, alt you rumor-mongers out 
there: {Y ouv ^ been begging for juicy 
Ifctbits sd?here’s a small helping to 
dampen your appetites. Please keep 

j ' "s" k 

in mind that the following are 
“rumors’ 1 and have hot been con- 
firmed as of Dress time. 

is re 

dice game, 
have 

and claim 
being 
the 

bird told 


Game?: TSR 

r j 

a collectible 
— insiders 
the game 
. Everyone's 
about how 


Again, a little 
staff is in the 
process of "relaunching" the flagship 
magazine of TSR, Those with high 
Awareness scores have noticed that 


there has been a shuffling of Dragon 
staff over the past months. We're 

told the 'new' Dragon will debut in 

August just in time for GENCOND 
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MARK IAI 
AS5AULT FIEND 

1711 



STORM ANGEL 
3020 



VOLCANO BAR 
3440 



G5 STALKER 
1800 


The Legions of Steel Tabletop 
Preview is available NOW! 


The Whispering Vault 

Global is releasing a line of 
horror figures for the role playing 
game by Pariah Press. These 
will be available late Jan. 1995. 



Legions of Steel™ Is a fast paced 
miniatures combat game. 

Save humanity from a siege of nightmarish machines. 
Play an elite group of commandos in powered armour on 
their mission to destroy the base of their enemy. 
Meanwhile, your opponent manoeuvres his pack of 
mechanical minions commanded by ten feet of metallic 
horror: the dreaded Mark I Assault Fiend. 
















































Post Marque 


TM 


Special Play-By-Mail Section 


Edited by Patrick M. Rodgers 


^ ■ ^h-th-that s ail, folks! This issue 

I marks the tenth and final 

ft appearance of Post Marque 
in the pages of SHADIS magazine. 
Henceforth, we ll be appearing in 
Luminary, a production of Quintes¬ 
sential Mercy Studios, Those of you 
interested in obtaining a copy of 
Luminary can refer to the review in 
SHAD15 #17 Zine Scene or you can 
write me at Post Marque, 4939 
Catharine St-, Philadelphia PA 
19143-2007, Our new email address 
is Post Marque ©Ferret. Com and we 
can be reached on the CompuServe 
PBMGAMES forum as 71524,2243. 

They’re baa-ack! IrortDragon 
Enterprises has returned once again. 
IDE offers an excellent game, Nexus 
of Mystery (one of the few Super- 
hero PBMs in the States), but unfortu¬ 
nately, they've developed a reputation 
for going out of business for very 
lengthy periods of time, ignoring let¬ 
ters from customers. The owner claims 
that they're back for good this time, 
and is offering a $5 credit to all former 
players, asking them to give him one 
more chance to regain their trust. 

Caution is suggested, however; 
readers who elect to try Nexus of Mys¬ 
tery are advised to pay for turns one at 
a time. For more information, write to 
Iron Dragon Enterprises, 171 Edmunds 
Rd., Wellesley MA 02181-1331 

It’s too weird to be a lie: Ham¬ 
ster World, the PBEM game that 
lets players assume the role of a ham¬ 
ster, stuck in a pet shop cage. It gets 
better — hamsters are rated in the 
usual statistics, as well as Fighter, 
Thief, Mage, and Priest abilities. 
Email godffey2@cQventry.ac.uk to 
enter Hamster World, which is free . 

SHADIS made a semi-official 
appearance at Phil Con this year, one 
of the granddaddies on the sci-fi/fan- 
tasy con circuit. This year saw the 
addition of some gaming as well - 
there were several monstrous 


Magic: The Gathering tourna¬ 
ments, with Wizards of the Coast 
present in the dealers' room, happily 
feeding the habit. Their newest 
release. Robe Rally, seemed to be 
quite a hit at the convention, 

M 

There was also a Vampire live- 
action game, run by a promising 
young company called Venture Play¬ 
ers, Inc. In an innovative twist, the 
game used simulated time to create a 
period of a full game week over one 
real-time weekend. Moderation and 
casting were both rated top-notch by 
most players we spoke with. By 
popular demand, the same plot line 
will be continued at next year's 
Phi I Con, yet another great reason to 
attend! 

In addition to standard con fare, 
there was an art auction, a free Inter¬ 
net access room, an industrial/goth 
dance, and extensive filking. There 
was also a live band, called Trap 
Door” - these guys need Ritalin, but 
try to catch them live before they get 
some; they're insane and great fun. 
The most impressive event had to be 
the masquerade (which I tried unsuc- 
cesfully to sign up for, thinking it was 
the Vampire game). These people 
take costuming seriously - even your 
best 5CA garb isn’t likely to make 
anyone bat an eyelash, Hollywood 
take note: great talent here. The 
crowning gem had to be an appear¬ 
ance by legendary author Larry Niven, 
both speaking and autographing. 

Speaking of cons, the deadline 
for PBMCon preregistration is fast 
approaching (May 1st), PBMCon 
will be held June 2-4, 1995, in 
Palantine, IL, 15 minutes from 
O 'Hare airport. Room rates are a 
very affordable $51 for up to quadru¬ 
ple occupancy, A $20 preregistra¬ 
tion fee entitles players to participate 
in 2 PBM games, with additional 
games available at extra cost. At 
present, over a dozen companies are 


committed to running games, includ¬ 
ing Midnight Games (Legends), Fly¬ 
ing Buffalo (Riftwars and Starweb), 
Coconut Council (Adventurer Kings) 
and others. As an added attraction, 
there will also be 3 days of RPGA 
sanctioned role playing events, and a 
■'Midnight Magic tournament on Fri¬ 
day and Saturday nights. A reduced- 
cost ($10.00) role-playing only regis¬ 
tration is also available. This is an 
excellent opportunity to meet the 
faces behind the names, cement 
alliances, and make new enemies* 
To register, or to receive more infor¬ 
mation, write to PBMCon, PO Box 
957434, Hoffman Estates, IL 60195 
or post to 70674,2424 on Com¬ 
puServes PBMGAMES forum. 

While we're doing brief asides, I'd 
like to draw your attention to an 
advertisement in this issue from Blue 
Moon Rising. In addition to some 
quality pieces they carry in stock, 
they do impressive custom work. The 
artwork is hand-done, but the final 
product is generated on a computer. 
If you're online, they can even email 
you a rough draft of the piece before 
it's complete! Their prices are quite 
reasonable, as well. 

As we bid farewell to SHADIS, 
I'd like to thank a two groups of peo¬ 
ple who were instrumental in making 
Post Marque a success. The first 
group is the people who wrote for us; 
Gregory Benage, Bob Bost, Greg 
Lindahl, Vickie Lloyd, Shannon Muir, 
Robert Myhre, Donald Redick, Pierre 
Savoie, Kathleen Seymour, Jeff 
Spain, Trey Stone, Mike Wincek and 
Heidi Wolters* The second group, too 
numerous to mention, are the won¬ 
derful moderators and industry pro¬ 
fessionals who have been so helpful 
and friendly. 

Regards, 
Patrick M. Rodgers 



WLL BE BACK" 

This issue marks the end of Post 
Marque within the pages of 
SHADIS. I’ve been beseiged with 
letters in past weeks from worried 
readers who mistakenly thought 
SHADIS was dropping its PBM cov¬ 
erage. 

Nothing could be further from 
the truth. The PBM section will 
undergo a name change and over¬ 
haul under new hands. 

I'd like to take this opportunity to 
announce that SHADES will contin¬ 
ue its coverage of PBM games. 

We recently approached the edi¬ 
tor of Flagship, a magazine dedicat¬ 
ed to the PBM industry and perhaps 
the best publication on the subject, to 
head up the PBM column in 
SHADIS. 

Joey Brown has serving as the edi¬ 
tor of die U.S* edition of Flagship 
and has been doing an excellent job. 

Who else, we thought, to bring the 
latest breaking news on PBM to 
SHADIS readers? 

If you are intrigued by what you 
see here, we encourage you to inves¬ 
tigate PBM games further by picking 
up a copy of Flagship, 

Jolly R r Blackburn 
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New Games 
On the Horizon 


Not content to rest on its laurels, 
Game Systems Inc. has released a 
new Middle Earth PBM variant; 
ME 2950* The game is set in a dif¬ 
ferent time period, and features new 
characters, nations, cities, and arti¬ 
facts. A new rule book has been cre¬ 
ated for the game, as impressive and 
professional as the last, with an index 
that can be used for both variants of 
the game. 

To get in on the action, email 
Gmsystminc@aoi.com or contact 

GS1, PO Box 160129, Miami FL 
33116-0129, 

The concept is great — charac¬ 
ters from any and all genres fight it 
out in a quest to become immortal 
(can't wait for the Malkav vs. Bugs 
Bunny deathmatch). However, the 
rules for Immortal could fit on a 3x5 
■ card — in fact, here they are: Send 
in a powerful character from any 
RPG. Each turn, you are allotted a 
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fixed amount of words to describe 
what actions your character will be 
undertaking — the number of words 
in each category is based on your 
skills (e,g* a fighter-type will be allot- 
ted more words to describe offensive 
actions). Despite this, the rules occu¬ 
py twelve pages. You can’t judge a 
game by its rulebook, but if the turns 
are as nondescript as the rulebook, 
the $7 turn fee may be hard to swal¬ 
low. We recommend you request a 
sample printout before signing up. 
For more information, contact Syn- 

chronicity, 1750 30th St* Box #491, 
Boulder CO 80301-1024* 

Gunners, the debut game from 
Rebel Gomes, is something akin to 
Vampire: The Masquerade meets the 
Dukes of Hazzard. The only thing 
faster than the cars or better-endowed 
than the guns are (in both cases) the 
women. In this hellish cyberpunk 
world, 21st Century Toys, “the 
world's richest new age mega copo- 
ration,” has control over all street 
gangs, using them to distribute Pax, 


the drug of the future* The player 
characters (humans, blood-sucking 
vampires, beer-guzzling werewolves, 
and/or brain-munching zombies) 
must shut down the Corp and rid the 
world of Pax* 

Only a draft rulebook was avail¬ 
able at press time. There appear to 
be a fair number of options available 
to players in terms of orders, and the 
game features an innovative setup 
system. In an ambitious move, Rebef 
Games promises an audio cassette 
with every turn. The tape we 
received was rather campy (we hope 
intentionally) and seemed to fall 
under “bells and whistles” more than 
bona-fide features* Turns are a sur¬ 
prisingly low $4,00 each (the compa¬ 
ny claims a three cent profit per 
turn). While the narration in the sam¬ 
ple turn we received may not impress 
Shakespeare, it had enough action 
for Schwarzenegger. One thing evi¬ 
dent throughout the rulebook is that 
the product is a labor of love, moder¬ 


ated by people who really want their 
players to have fun. If you’d like to 
play a larger-than-life character in an 
even larger world, contact Rebel 
Games, 1324 W 42 S. #3, Wichita 
KS 67217* 

Industry granddaddy F/ying Buf¬ 
falo /nc. has bunched a new game 
aimed at PBM newcomers* Rift- 
lords is a game of interstellar explo¬ 
ration, commerce, and combat. The 
rules, only three pages long, are very 
easy to understand, and cover all 
points of the game (an index might 
have been nice, though). Each player 
controls three ships; additional ships 
can be controlled for an additional 

fee, but the game is designed so that 
players cannot gain an unfair advan¬ 
tage by controlling extra units. The 
game design has been very well 
thought out to ensure that new play- 
ers have a chance to compete, and 
that advanced players still enjoy the 
game. To entice people to try the 
game, FB! is offering free rules, 
setup, and three turns — what do 
you have to lose? Contact Flying Buf¬ 
falo, PO Box 1467, Scottsdale AZ 

85252-1467, 

Zion Games offers free rules and 
first turn in their new product, Stellar 
Knights, a space combat game. The 
18 page rulebook is laser printed, as 
are turns, and describes the eight basic 
battle scenarios available* The battle 
reports themselves employ somewhat 
repetitive text that is perhaps too 
descriptive, with an overabundance of 
exclamation polnfe, but this may help 

players fine-tune their strategies as 
they see what specific areas were 
problematical for their ships. 

There appears to be more detail 
here than in many spaceship combat 
games, both in the choices available to 
players and in the actual game 
mechanics, which will appeal to ail but 
the most casual of enthusiasts. Also, 
while each combat will have a fixed 
victory condition, surviving Knights are 
free to continue in the game. 

One nice touch in the rulebook is 
that the Introduction is personally 
signed by the GM, showing some 
commitment to his product* To 
attract players new to PBM, Zion 
Games offers free rules, setup, and 
first turn, an excellent opportunity. 
Email PMW@aol,com or write to Zion 
Games, PO Box 1118, Chinook MT 
59523-1118. 
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is a compu te r^fioderafed 
fantasy simdlatibn which is 
played bV electron!/mail. 


Turns cost US $2*S0/each and 

The Olympia campaign has no set conclusion, an^will last for many years, 
with new players continually joining. The mapdias thousands of provinces, 
each containing features such as cities; ruin^fairs^sacred groves, etc. The 
game is capable of supporting thousand^! players in the same world. 
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MAGIKA 
Review' by 
Pierre Savoie 


Magika is the most prestigious 
school of wizardry in the world, but 
the Grand Wizard Christof became 
too old to interview and test prospec¬ 
tive apprentices in person. So 
Christof molded the six Threads of 
Power and created the Arena of 
Magika, a huge cavern with a mile- 
high ceiling and geographic propor¬ 
tions. Christof foisted the task of test¬ 
ing batches of 12 candidates onto his 
subordinates, the Ebon Mages, who 
grew resentful of the time consumed 
in the Arena, "baby-sitting/’ Then, 
one Ebon Mage discovered a loop¬ 
hole allowing him to be the thirteenth 
participant; if he won, he could truth¬ 
fully report that no one was deemed 
worthy. This display of vindictiveness 
only heightened my nervousness, 
since 1 was a capable dabbler in 
magic but totally unaccustomed to 
competing with 11 roughly equal foes 
and a vastly superior master, . . , 

Meanwhile, back in the real 
world, I, as a total neophyte to PBM 
gaming, received a chance to review 
a PBM which comes from At/entic 
Canada; MAGIKA. Ten years ago I 
was intrigued by the PBM section of 
Space Gamer magazine (then man¬ 
aged by Steve Jackson Games), but 
never followed up by paying the fees 
to start a game position. 

Partly this was because of consid¬ 
erable coverage of player gripes 
about the PBMs of the time, and the 
game companies' dry, corporate 
responses. There was also space 
devoted to running “news" from the 
imaginary world of each game. Like 
attempts to relate RPG experiences, 
you just "had to be there" with the 
players to truly appreciate what was 
going on, so this only made me feel 
like an outsider to PBM. 

However, some time has passed, 
and 1 didn't start with any bias about 
PBM. 1 assumed that, like RPGs, the 
quality constantly improved, honed by 
fans who would no longer sit still for 
clumsy initial efforts and lack of 
playtesting. 1 like to think of PBMs 
not as a separate hobby but merely a 
different mode of presenting a game. 
Despite the slow pace, they can still 
be interesting if strongly presented 
and if they give the players a lot to 
think (or worry) about between the 
turn replies. But could I, a peace-lov¬ 
ing no-nukes collaborative RPGer, 
manage to get into a competitive 
PBM where I may be called upon to 
stomp the ego of a real player into 


the dirt?! As the film Highlander 
said, "There can be only one." 

SHAD IS worked some arcane 
magic, and 1 received by mail a 
21-page rulebook in a "half-letter" 
digest format and acceptable typeset¬ 
ting, and a reassuring one-page flyer 
defining a PBM, MAGIKA and the 
ChoZert FroZen company, run by 
Chris "Christof" Knapp. They stress 
that this is a short tactical fantasy 
PBM also suitable for beginners (12- 
18 turns}, in two* or three-week 
turns. The rules were clear and well 
divided into topic sections. However, 
I knew that I would have to study and 

practice the game to get a sense of 
the rules’ deeper implications to form 
a winning strategy. 

The gameboard is the Arena, a 
triangular area 26 hexes wide at the 
bottom, with a major game goal at 
the apex. Even I could see that this 
would automatically concentrate play¬ 
ers near the top, at the "endgame/ 1 
Each hex is of a different terrain: 
hills, forest, river, volcanic, and so on. 
Factors vary with terrain type, such as 
the movement cost in Endurance 
points to leave the hex, or percentage 
chance to find a spell scroll. 

Players can choose a character 
type from five races (human, elf, 
dwarf, halfling or goblin}, and three 
alignments (Good, Neutral, Evil) 
which are a statement of combat phi¬ 
losophy rather than a moral label. For 
example, Good spell scrolls mostly 
involve protection; Evil spells are 
mostly all-out attacks and incapacita¬ 
tions (for a time). 

For this game, 1 am Dwalin the 
Destroyer, a Neutral Dwarf. As a 
Dwarf 1 have a 15% bonus to resist¬ 
ing magic effects, can not move more 
than 4 phases out of each five-phase 
turn, and am attuned to Mountain ter¬ 
rain where I regain more Arcania 
points, which fuel the casting of 
magic. As a Neutral mage, my pre¬ 
ferred magic is mostly about gather¬ 
ing information, although there is 
also the Fog Map scroll which will 
cause another Mage's turn map to 
seem blank except for his position 
hex! 

Twelve players start on the 25th 
row from the top, evenly spaced, with 
a view of their surroundings out to 3 
hexes only, information on other 
mages improves with proximity, but 
beyond 3 hexes not even terrain type 
is known. 

The first one-page turn map 
therefore had a close-up view of 
hexes visible to me in the top half, 
and a mostly blank overall view of the 
triangular Arena on the bottom half, 
admirably done in color computer 


printing. A computer print-out in 
organized sections also informed me 
that my Spell Skill started disappoint¬ 
ingly at 65% (racially, lower than 
average) that I had Know Artifact and 
Drop Artifact scrolls, and that my visi¬ 
ble neighbors were Doctor Addington 
and Baenre Rivaldry, two hexes 
away, so therefore not even their 
race was discernible!. 

The 26th row is water, where 
there is a 100% success rate to find a 
scroll but which takes a lot of 
Endurance to leave. This is the only 
game where “go jump in the lake" is 
not an insult but a wise suggestion to 
start the game! Indeed, players start 
with only two scrolls but can (and 
should) hold as many as six. Each 
spell can be cast in either regular or 
Major strength, Major spells having 
more extended effects or acting upon 
more Mages, such as a three-Mage 
team. 

For example, that Fog Map scroll 
I covet could be cast at the Major cost 
of 35 Arcania, and every Mage's turn 
map would be blanked out except for 
the hex he was in! 

Since these spells are in scroll 
form, they are one-use only, so 
Mages have to scramble around occa¬ 
sionally and spend the odd phase 
Searching for more scrolls. I didn’t 
like this aspect so much because it 
combines spell limitations from two 
different philosophies: consumable 
spells from AD&D, and sorcery cast¬ 
ing percentages that start at less than 
100% as in the RuneQuest game. 
Of the total list of 36 spells, I could 
endure a frustrating search for just 
the perfect spell scroll, and when I 
expend it, it might not even work. 
Ebon help us! 

Mages may also acquire helpful 
Artifacts, one corresponding to each 
of the races, alignments and ability 
stats. A player always knows the loca¬ 
tion of his racial Artifact and the gen¬ 
eral direction of his alignment Arti¬ 
fact. In addition, if he can find and 
unite the Crown of Good, the Orb of 
Neutrality and the Scepter of Evil, he 
will win the game. If this doesn’t hap¬ 
pen, the final scoring system empha¬ 
sizes being closer to the top hex than 
other players, and the Endurance, 
Arcania, Spell Skill and Aptitude rat¬ 
ings that you have left at game's end. 
Players may also find Cloaks of six dif¬ 
ferent colors, corresponding to the six 
Threads of Power. This is a way to 
form teams of three mages who can 
share spell effects and information. 

My orders on turn one consisted 
of a “Cast" of a Knowledge of Arti¬ 
facts scroll, a “Move' into an ocean 
hex, and three “Searches" (for spell 


scrolls, with automatic success in 
oceans). 

There was also diplomacy possi¬ 
ble, in the form of three messages 
allowed each turn. I don't think that’s 
enough messages, though, for later 
game turns, but 1 introduced myself to 
Dr, Addington all the same, i realized 
that the movement cost chart varied 
with the phase you move and how 
many moves you took before in the 
turn, so I would probably have to Rest 
at least one phase (to regain 
Endurance and avoid an early-move 
penalty) and maybe Meditate (to 
regain Arcania), 

But, fortunately for me, I saw no 
Ebon Mage; the magical master 
whose inscrutable game goals might 
sometimes help me, or hinder me by 
Demanding artifacts (but only once a 
mage has picked one up). In his own 
mysterious way, the Ebon Mage must 
provide assistance to candidates but 
also has a hidden agenda to win and 
shut us all out. 

He wasn’t around, luckily — but 
wait! A careful rules review showed 
the Ebon Mage has a permanent ver¬ 
sion of the Teleport scroll, so that will 
put a Mage’s nerves on edge if 
he' pops up." 

The game describes what my 
Dwarf "sees" in a phase-by-phase 
text-story, which is obviously generat¬ 
ed by a human being, and this is a 
nice addition to the computer-moder¬ 
ated game turns. My Dwarf, Dwalin, 
could suddenly "see” the hex posi¬ 
tions of the three alignment Artifacts. 

There was some confusion concern¬ 
ing the spell effects; 1 had assumed I 
could detect more Artifacts than just the 
alignment ones. The text also described 
my dwarf 1 s easy move into the ocean 
and my strenuous exertions to strip 
down to my shorts and dive three times 
into the sea, coming up successfully 
with a magic item each time. 

General messages also came in 
from many other players, introduc¬ 
tions and lots of bragging as well. Dr. 
Addington also sent a friendly mes¬ 
sage suggesting we stick together and 
move up the peninsula that we 
shared. 

The other nearby player, Baenre, 
was still not discernible but had sud¬ 
denly jumped first into a river and 
then into the peninsula formerly 
occupied only by me and Addington. 
What was he up to? Was he a mage 
of "evil" alignment, itching to try out 
an offensive spell for possible 
advancement? Baenre worries me, 
since he made no effort to talk to me. 

No matter. For my second turn I 
cast Heals on myself to recover 
Endurance. Realizing that my spell 
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skill might fail, 1 also Rested in the 
second phase, and then a series of 
three quick Moves north took me into 
coastal and then plains terrain. I cal¬ 
culated that even if the Heals scroll 
failed, 1 could still cobble enough 
Endurance to get out of the water hex 
and cruise forward. 

Since I would only get going on 
my third phase, there was a chance 
that a quick Mage could walk up to 
my water hex and conk me with a 
spell before I got going in the phase's 
priority order of actions (magic use 
occurs before movement is figured). 
Just the thing to keep me worrying 
until next turn came in the mail! 

1 procrastinated a bit and my turn 
was received late by some vagary of 
the internet, but I wasn’t too worried 
since the default turn chosen for me 
got Dwalin out of the water and rest¬ 
ing more or less as I wanted. Howev¬ 
er, that mage Raenre was still 
approaching me and still hadn't sent 
me any message of his intentions! 
Very disturbing! So for my third turn I 
chose to burn extra Endurance to 
jackrabbit out of there in my very first 


phase, and then do a combination of 
Moves and Rests to progress North. I 
also Cast my Heals scroll that hadn’t 
been used because of sending in my 
late turn. 

The terrain was slowly but surely 
shifting into more difficult types, and 1 
noticed forests and even a swamp 
hex far to my North, Oh, great; the 
goblin race is attuned to swamps! 
When was my Dwarf going to find 
nice, dean mountains? 

The game is continuing. As a 
beginner to PBM 1 can say that the 
rules are manageable, and some 
aspects such as the character stats are 
simple. There is also a good founda¬ 
tion of tension and uncertainty 
between turns, since a scroll is not 
absolutely certain to be Cast properly 
and, as it happened, even in the 
beginning turns a neighboring mage 
appeared to be threatening me (1 am 
still unsure if he’s evil; Fm sending him a 
greeting this turn}. But, who's to say if 
the other mage is as friendly as he 
sounds? As a beginner even the initial 
turns retained my interest, and l am 
anticipating tense confrontations as 


each Mage tries to outwit the other, 
with an eye to the priority order of 
simultaneous phase-actions. 

Unlike the PBMs of ten years ago 
that 1 read about, GEnie or Internet is 
available for fast submission of turns, 
and there will even be a file utility called 
CAMP to pass turn results and color 
graphic maps to the players, or at least 
this is coming soon. This is a great new 
development to ease the uncertainty of 
what ‘netters disparagingly call the Snail 
Mail (and besides, Canada Post is over¬ 
due for its annual strike!) For the pur¬ 
poses of the review 1 asked for turns and 
color maps to be mailed to me in the 
regular way, but l sent turns back by 
Internet. 1 hasten to add that the late 
turn appeared to be an Internet fault at 
my end, not the game master’s. 

However, a three-week game, origi¬ 
nally designed to cope with cross-border 
mail delay, is a touch too slow for me 
and 1 was really only playing the game 
in a cycle of ten days' careful pondering 
and ten days where \ put the game out 
of my mind waiting for results to be 
compiled and mailed. Maybe I should 
have posted the map up near my desk 


to keep me worried about that rival 
mage on my butt, and to chart alterna¬ 
tive strategies. I am also publicizing my 
net address, to get more chatting and 
“diplomacy 11 than the three messages 
per tum allow. 

Players of Magic: the Gathering 

may find that the six-scroll limit and the 
infrequent “finds 1 in ordinary terrain 
may be quite different from what they 
are used to, 1 still find the combination 
of expended scrolls and less than per¬ 
fect casting percentage chance a bit of a 
handicapping combination, and the 
game might be decided by one mage's 
particularly lucky scroll find as the others 
still struggle to build up their repertoire 
of scrolls. I thought l was being clever by 
finding scrolls in the ocean, but is the 
winning strategy to race North as fast as 
one can? I shall have to see as the ter¬ 
rain types become more varied and diffi¬ 
cult to cross, and as the rival mages and 
the mysterious Ebon Mage are furmeled 
ever closer. . *. 

MAGIKA, by ChoZen FroZen 
Games (B50 Shawn Drive; Kingston, 
NS; BOP 1R0; CANADA,) FAX/BBS 



OUT TIME DAYS 


J 

0k 

. 

rj 


Out Time Days is a Play-By-Mail game of life on a strange world. Emphasizing role playing and 
inter-player communication, OTD is a game for those who like to join with other players around 
the world in Figuring out puzzles, creating working economies, exploring large sections of worlds 
undertaking or tracking criminal activities, or fielding capable armies. The worlds explored are 
living, vibrant locales that will change through your character’s actions. 

With the ability to journey in many eras {you’ll start in a medieval-like location), you’ll enjoy 
adapting to new sets of abilities and restaims or you can focus on a single 
place and become well established. OTD is a combination | 

Science Fiction-Fantasy game, it is 99% computer moder¬ 
ated to ensure fairness, and 1% GM moderated to allow for 
creativity, A maximum ofl turn per week is allowed. Cost 
per tum is $5.00. The game is open-ended with each 
new character playing a vital role. A special start 
up is available if you mention this ad. 

Receive a rule book, startup tum 
and 5 turns for just $5.00 ($20.00 outside 
U,S. and Canada), a $35.00 value! 

Dependable, weekly, error-free turns 

since 1984 


To sign up or for more information write to: 

Twin Engine Gaming, 3254 Maple Leaf CL, San Jose, C A 95121 


Wanna try a tactical space game 
and pay only $20 for the entire game? 
Then ask for information on 
Space Combat. 


Volume III • Number 5 


92 


i 



















Post Marque 


(902) 765-0513, Internet; 

c*knapp@genie.geis,com 

Two or three-week game turns 
offered. Set-up, rulebook, 4 turns, 
US$15 (CDN$20), Rulebook only, 
US$3 (CDN$4). Turn fees (regular mail 
or CAMP disk mailer) US$3.50 
(CDN$5), Make checks and money- 
orders payable directly to Chris Knapp. 

CAMP refers to Computer Assis¬ 
tant to Magika Play, an IBM program 
being developed to enable receipt and 
processing of E-mail turns, including 
maps in color graphics files. CAMP 
turns by E-mail would be only US$2.50 
(CDN$3.50). 

ChoZen FroZen is a member of the 
Postal Gaming Network, an association 
of companies and moderators dedicated 
to helping players find a PBM game 
suitable to their wants and needs, no 
matter who runs it. Write for more info. 


You Rule! 

A Review 

by Robert Myhre 


"Sergeant, are those troops 
trained yet, na?” / looked over toward 
the growing ranks of dwarves filling 
the streets. Some of them actually 
looked ready for battle while others 
looked as if they would turn and run 
at the first sword thrust. 

"Yes sir, General! W Je haue 100 
dwarven units, all with chain mail and 
swords." 

“About time/ I replied. This 
should be a glorious battle t l thought , 
even with these novice troops , There 
is nothing dwarves hate worse than 
trolls, and / mas about to send them 
to a province filled with trolls. 

‘Do you think the troops will run 
into any ores. General Chin, no?” 

“Are you a fool, boy? Of course 
there won’t be any ores. We are send¬ 
ing the dwarves to a swamp where 
trolls l i ve, not to a jungle where those 
foul ores live!" Of course, l didn 't 
mention that the enemy might have 
allies, that he might be expecting us, 
and that there might be a large force 
of ores waiting in ambush. Besides, 
the odds of that happening were s/rm. 

"Send them to Opulent, sergeant 

And for good measure have that wiz¬ 
ard cast his Quick spell on the troops 
to ensure they arrive today! And 
watch out for that ant, Ares, 

“Yes sir/" The young sergeant 
promptly stepped on the ant and then 
immediately turned and left, carrying 
out my orders. Knowing that he 
would do exactly what he was told, I 
decided it was time to leave.. There 
was nothing to do now but wait. 

Three days later the reports 
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arrived * The unthinkable had 
occurred. My enemy did not have an 
ally come to his aid; rather a mutual 
enemy had entered the picture . He 
had attacked Opulent with two armies 
— one force of ores and another force 
of dwarves * My troops arrived as 
scheduled and began fighting the 
dwarven force. They won, but there 
were heavy casualties. That was when 
the ore force arrived , They outnum¬ 
bered my troops and they had a 
hatred for the dwarves. The battle was 
over quickly. The only good news was 
that the trolls beat the ore force. We 
were back to square one and it was 
time to train new troops. 

The above story is a fictional 
account of a possible event that might 
occur in the medieval war game, You 
Rule! I had the opportunity to help 
playtest the final version of this game 
over the Internet and I have not been 
disappointed. 

When I received the startup turn for 
my game, I was a bit overwhelmed. Not 

because the rules were difficult, but 
merely because this was my first play- 
by-mail game. Before l even sat down 
to read the rules, I had convinced myself 
that this was going to be difficult to play 
because I was a novice. The first thing I 
noticed about the rules was the excellent 
layout of the book* The table of con¬ 
tents had all the topics listed, and the 
appendix had a complete listing of all 
the commands used for the turns. As I 
read through the rule book 1 was 
impressed by the professional look of 
laser printing and easy reading. When [ 
had finished reading the book, I knew 
that 1 was ready to play. Nothing could 
have been easier. 

When a player first begins the 
game, he is given a single province in a 
continent full of provinces. A fun aspect 
of the game is the names given to the 
provinces. Each province has a unique 
single word name* The turn commands 
make use of the first three letters of 
each province. Some of these names 
are Gaudy, Macabre, Putrid, Quiescent, 
Wasted, and Wonky. These provinces 
cannot be renamed, but 1 did not find 
that I needed to rename them. 

The object of the game is to control 
the majority of the continent. The per¬ 
centage depends on if you are trying to 
win the game by yourself or with allies. 1 
would highly recommend that beginners 
try to find allies as quickly as possible; 
however, 1 think that as a good chah 
lenge for an experienced player, con¬ 
quering the continent alone would be 
fun. 

The premise behind the games lies 
in the races. Each race has an inherent 
advantage over another race while at 
the same time having a large disadvan¬ 


tage against another race. The six races 
are Ogres, Humans, Ores, Dwarves, 
Trolls, and Elves, in order of domi¬ 
nance, For example, humans have an 
advantage over, or rule over, ores while 
ores rule over dwarves. 

At the same time, trolls are at a dig- 
advantage to, or ruled by, dwarves, etc. 
One of the unique features of this game 
allows a player to have forces of each 
race instead of limiting you to a single 
race. 


As you begin conquering other 
provinces you gain access to other 
races. Ideally a player should have at 
least one of each race to help the battles 
end favorably. Each province is settled 
by a specific race that has adapted to a 
specific terrain feature* Trolls live in 
swamps, dwarves live in deserts, and so 
on. 

When you wish to attack a province 
with an army, you try to use troops that 
rule over the race you are attacking, and 
you try not to use troops that are ruled 
over by that race. 

Players can create several types of 
character classes during the game. 
These classes are doctors, accountants, 
generals, spies, farmers, lumberjacks, 
metalsmiths, wizards, and stonemasons. 
Doctors help increase the population 
growth of a province which in turn 
helps bring in more faxes. Accountants 
manage finances which increases avail¬ 


able gold. Generals lead troops. Spies 
gather information on other provinces, 
assassinate enemy characters, and steal 
magic items. Farmers, lumberjacks, met¬ 
alsmiths, and stonemasons help 
increase the production of each 
province. Finally, wizards can cast a 
multitude of spells. 

Each province that is owned by a 
player produces some quantity of food, 
metal, stone, and wood. This amount of 
each item can be increased each turn by 
spending money on increasing produc¬ 
tion. This can be done a maximum of 


four turns for each province. 

When you have produced a suffi¬ 
cient quantity you may use these items 
in such ways as training troops, building 
roads for faster movement, building cas¬ 
tles for defense, and making armor and 
weapons. Each of these items requires a 
specific amount of any one or all com¬ 
modities, as described in the handy little 
table at the back of the book. 


Finally, this game would not be 
complete without the troops. You can 
train troops each turn in any province 
as long as you have enough gold, food, 
metal, stone, and wood. These troops 
are then used to try and conquer other 
provinces. Sounds easy, but it is actually 
a big step. The rule book lists many fac¬ 
tors that can make one force superior to 
another and it can get quite involved. As 


mentioned before, if one race rules over 
or is ruled by another race it can create 
quite a difference. New players should 
make special note of this in the rule 
book. It will definitely help out later in 
the game. Other factors that can 
change the strength of your troops 
include if your force is being led by a 
general and what level that general is, if 
your force carries chain mail or shields, 
if your force carries swords or bows, if 
your force is hungry, and if your force is 

attacking another race on their native 
terrain. Of course, all these same factors 

can hinder or help your enemy’s forces 
as well. 

Bob and Debbie Thomson have 
been extremely helpful and insightful 
while playing this game. They have 
been open to suggestions and have 
even modified or added new options to 
the game suggested by play testers. I 
have made a suggestion to include naval 
combat and they have assured me that 
they have been planning on adding this 
feature. If these two moderators contin¬ 
ue to improve on this game and listen to 
feedback, the game will continue to 
evolve and become increasingly more 
enjoyable to play. Overall I have been 
extremely pleased with this game, and 1 
am looking forward to finishing this one 
and playing again. If you are a new 
player who is hesitant to start play-by¬ 
mail gaming because of the sheer vol¬ 
ume of games, this is an excellent place 
to start. The game is dosed ended, 
computer moderated, and sufficiently 
small that you can step in without feel¬ 
ing lost. If you are an experienced play¬ 
er and would like to try a quick game of 
warfare, definitely give this a tty* Your 
opinions would be more than welcome 
and you might become a regular player. 

You Rule! is produced by liucky 
Llama Games, 80Q N. Cabrillo Hwy., 
Box #226, Half Moon Bay, CA 94019. 
You can also reach them through the 
internet at !lucky @crL com or Com¬ 
puServe's PBMGAMES forum at 
74044,325. The rulebook, setup and 
one turn are $10.00; rules alone are 
$7,50, which can be applied towards 
the setup package. Additional turns are 
$5.50 if mailed or $4.50 if you can 
send them electronically. 

/Editor's note: See our Ship Ahoy! 
section for a You Rule! news /lash./ □ 
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In the past, ancient priests, shamans, and wise men recognized die exist¬ 
ence of magic and The presence of vampires, ghosts and demons. They were 
not things of myth or legend, but an accepted part of every day life. The peo¬ 
ple prayed and struggled against these dark forces, keeping them in check. 

Ley lines* The ancient orientals called them Feng-shui, dragon tracks. Linos 
of mystic energy. Along these lines of energy demons and other supernatural 
beings could enter our world and sorcerers could draw upon great magic* The 
Chinese studied these lines, learned their se^eis, and developed Geomancy 
which is practiced to this very day. 

Today, humankind has rejected the concept of magic and monsters. They 
dismiss such notions as superstition, myth and madness. They ignore the most 
blatant evidence to the contrary and happily bury it under scientific explana¬ 
tions, whether they make sense or not. And the monsters flourish. 

Demonic, hellish abominations stalk the streets. Vampires roam the night 
freely* Supernatural predators lie in wait in the alley ways and ghosts haunt the 
ruins of urban decay* Earth is being invaded and nobody will slop the tide of 
invasion because they won't admit the invaders exist. 

On another front, the ley lines pulse with mystic energy long forgotten or 
ignored. An energy tapped by a handful of men and women (and supernatural 
abominations! who have rediscovered arcane knowledge. Some are protectors 
of the innocent and seekers of truth and knowledge* Others are selfish, venge¬ 
ful or evil people who serve the forces of evil, both human and inhuman, and 
unleash the primordial forces they summon into our unsuspecting world. 

Fate, Humankind's defense has fallen to the hands of madmen and crack¬ 
pots; mystics, psychics, paranormal investigators, arc arti sts and other believers 
in magic and the supernal lira I, An underground society scorned by the authori¬ 
ties, mocked by men of science and dismissed by the public. Thus, they wage 
a private and secret war against the supernatural and the forces of evil. They 
are the shadowy sentinels who watch over us while we sleep. 

Meanwhile, the mean streets continue to get a little scarier and much more 
dangerous. 

Palladium Books 12455 Universal ©rive 

Dept. S Taylor, Mi. 48180 

Copyright © I W4 Palladium Books® Inc. All right*, nerved. 

Palladium Books;. MegfiVCfMC. Rifts, JOtlThe Mecharusids are all regislcred IrjdertiiLrki flared &. licensed 
by Kevin Slenrtbieda. Beyond rbc Supernatural, Bojscd Nijj.himare.'ti. Thef-iiJu Agency and other nite* ait 
trademark* owned by Kevin Sieinbicda. 


This is the world of 

TM 

Beyond the Supernatural 

Never has a role-playing game set in the modem world captured the ele¬ 
ments of magic, the paranormal and the supernatural in such a plausible and 
frighteningly real way. These dements arc combined with mystery* intrigue, 
and horror. Player characters include (he area nisi, parapsythalagist. psychic 
sensitive, psi-mechanic, nega-psychk' and others. 

If you play Rifts, you already know the game mechanics of magic and ley 
lines, as well as their full power and danger. Perhaps the right characters at the 
right time could prevent the ‘Coming of the Rifts," But to do so they must un¬ 
lock the secrets of magic and fight the horrors of the supernatural. 

Highlights Include: 

* Nine Occupational Character Classes. 

* Over 40 psionic powers, 

* The magic system is plausible and believable. 

* Ley lines and places of magic* 

* The supernatural and forces of darkness, 

* Adaptable to Rifts and Heroes Unlimited. 

* Written by Kevin Siembieda & Randy McCall. 

* Art by Steve Bissetie, Long and Siembieda, 

* Cover by Richard Corbeo. 

* Over 250 pages* 

* $19,95 plus $2*50 for postage and handling. 

Boxed Nightmares " 

An adventure sourcebook that takes characters into the frightening world of 
the supernatural. 

Highlights Include: 

* GJVf* tips on the elements of horror, 

* Rules for creating paranormal organizations. 

* Werewolves, jungle demons, psycho-killers and the truth behind Jack 
the Ripper* 

* By Siembieda and Long* 

* 80 pages plus a 16 page newspaper tabloid, 

* $11.95 plus $1 .tX> for postage and handling. 
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ost collectors of metal figurines 
do more than just collect them. 

Many are players with plans to 
use them in one game or another. Others 
are painters and modelers. Usually a 
miniatures or role-playing gamer will 
paint their figures for use with the afore¬ 
mentioned games. After all, gaming with 
a bunch of base-metal figures would con¬ 
fuse even the most astute of generals. 

Painters and modelers get interested in 
figures because they appreciate the art of 
the miniature and want to contribute their 
own talents to the finished product. These 
folks may not have even played a game 
requiring such figures, but are attracted to 
the work itself. 

Inspired by letters and conversations 
with interested readers (from both 
SHADI3 and Dragon — you know who 
you are...), this column is a study of the 
paints and brushes that are available to 
you, the miniatures hobbyist. 

Since each painter looks for certain, 
often quite differing, qualities in their paint 
supplies, this isn’t an attempt to review or 
rate the products. There are few absolutes 
with regards to paints and brushes, only 
opinions. And whose opinion is more 
important than yours? Instead this will be 
a discussion of their properties, providing 
information you might need to decide 
which ones best suit your needs. 

There are many qualities to watch for 
in your paints. Some of the variables are; 
consistency (the thickness of the paint); 
texture; coverage (how well the paint cov¬ 
ers the area); how it dilutes (for washes); 
and its use for highlighting. Consistency 
and texture are a matter of choice, but 
coverage and use for washing and dry- 
brushing are universal concerns. Prices 
range from $1.69 to $2.00 per bottle for 
most acrylics and $3 to $7 for tube acrylic 
paints, based on color and tube size. 

Consistency ranges from runny, which 
is a tough paint to start with, to as thick 
as paste, with a hundred levels in 
between. Often, a paint s coverage is tied 
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to its consistency, since a thicker paint is 
more likely to cover in a single coat. 

Thick paint won't flow as well off the 
brush, however. Brush flow can be 
improved by adding a bit of water to the 
paint, but you may lose a little of the cov- 
erage. Coverage is a key element of a 
paint. What good is this really great orange 
paint when you have to apply eight coats 
before the primer is fully opaqued? Light 
colors tend to have a harder time with cov- 
erage than dark, often allowing the under¬ 
coat, even a light colored primer, to show 
through until you have a few coats on. The 
worst color for this is yellow. 

Dilutions, used for washing, can 
expose yet another problem — large pig¬ 
ment size. With low quality paints, you 
can actually see the pigments floating or 
clotting in your dilution. 

You will usually want your wash to be a 
smooth, gentle shading of color. If you 
have quality-challenged paints (politically 
correct term for lousy paints), that may be 
a difficult effect to achieve. This shouldn't 
happen with finely ground pigments, as 
used in better grade paints. Highlighting 
also depends on pigment grind. If the pig¬ 
ment particles are larger, from a cheaper 
paint, or if the consistency is on the thick 
side, your dry brushing can result in grainy 
highlights. One way to deal with the con¬ 
sistency problem is to add just a little water 
to the color, in a separate mixing palette 
(always use a palette for mixing and dilut¬ 
ing paints}, so the paint will flow better. 

Paints are usually smooth textured, but 
there are some specialty paints that crack 
as they dry, or clot up like stucco. 

These are not your typical paints, 
however, so you will likely have to hunt if 
you want one of these odd textured 
paints. If your paint cracks or grows 
lumpy when you paint, and it's not one of 
these specialty paints, you are either 
putting it on too thick or are using a really 
poor paint. 

When looking for brushes, some of the 
properties that interest you are; material 


(what it s made from); how well the paint 
flows along the bristles; how durable the 
brush is; and how well the brush keeps its 

shape. Brushes are undoubtedly the most 
consumable products you will use when 
painting. If you started with a dozen bot¬ 
tles of paint and a dozen brushes, you will 
most certainly be buying brushes before 
you run out of those paints, and brushes 
cost more. Consequently, you'll want to 
get the best brushes for your money. 

There are three basic fibers used to 
make brushes: Camel hair (camel hair 
brushes aren't necessarily camel hair, but 
you don't want a different name for every 
kind of hair used in that category), Sable 
(expensive but high quality), and synthetic. 

The shapes most commonly used in 
miniatures painting include round, spot¬ 
ter, and flat, with, sizes ranging from 
10/0 to #3. Typical flats might range 
from 3/32 inch to 1/4 inch. Other brush¬ 
es might prove useful on occasion, but 
these are the ones you’ll use most often. 

Prices range from $1.95 to $4.95 per 
brush. The low price would buy you a 
cheap camel hair while the high price 
would buy you a sable or synthetic brush 
of high quality. The higher priced brushes 
almost always hold their shape better and 
are more durable. Brushes are an excel¬ 
lent application for the old adage 'You 
get what you pay for’. 

I’d like to acknowledge and thank the fol¬ 
lowing companies for participating in this 
issue’s column; The Armory, Citadel , Ches- 
sex, Daler-Rowney/Robert Simmons , Flo- 
quH/Poliy S, Global Games , Liqurtex, and 
Partha. Each was kind enough to pro¬ 
vide samples of their current paint and/or 
brush products, which will be discussed later 
in the column. 

Rather than trying to detail each man¬ 
ufacturer’s entire line, there will be an 
overview of the available products (that I 

am aware of) and then a discussion of 
their properties. 
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Consecration of the Imperial Dynasty Throne. 

They find us. The grubs make contact. 

Tau Albriton falls in a single day. 

Brood forced out of the l^u Albriton system. Human losses estimated at oyer 20 
million. 

The infestation reaches the Imperial Core. 

The Imperium falls. Wanting to break all ties to the old Empire, the remaining 
provinces restart the calendar. Imp 511 becomes O AL (Annus Libertatis: Year of 
Liberty). 

The Empire is in ruin. Petty houses vie for the remains. Houses that fled during the 
war have returned, bringing with them two alien empires more powerful than any 
terran has ever seen. You can despair or. .. 
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Armory Faints & Brushes with Grenadier’s Satellite Team Miniature (1 of 2) 


The Armory Paints 

The Armory carries a large range of 
paints for every fantasy or military need. 
The line includes an extensive array of 
metallic paints, satins, and flesh tones. 
They also carry spray primers, brush 
primers, and clear coat sprays. 

1 thought the variety of flesh tones, 
from damsel to nubian, was a great idea. 
Though 1 often mix my own paints, there 
is nothing worse than forgetting how you 
reached a particular shade of flesh, espe¬ 
cially when you're trying to do some 
touch up work on it. Using an off-the- 
shelf color provides a degree of security, 
and a good range of flesh tones makes 

that an easy option. 

Th eir wide range of metal lies includes 
many colors and shades. The natural met¬ 
als, such as bronze, brass, gold, and sil¬ 
ver, are impressively true to color, with 
the gold being a dingy gold rather than a 
bright gold. Other metallics include blues, 
reds, greens, etc. 

The paints’ consistency runs a little 
thick, but just a little. You can use it right 
out of the bottle, but you might want to 
add a little water before application. 
These paints provide very good coverage 
in one coat of paint. Even a shade of yel¬ 
low covered amazingly well in one coat, 
though I would recommend a second coat 
if you want to ensure the true color. 

Diluting the Armory paints resulted in 
stable shades with no evidence of clotting. 
Light applications gave smooth color 
changes. As a highlighting paint, 1 reeom- 
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mend a slight dilution before dry brushing. 
This will prevent a tendency to give a 
thicker than necessary build up. Used this 
way, the paints gave very good results. 

The Armory brushes range from 10 to 
a package (camel hair brushes) to four to 
a package (gold nylon brushes). The gold 
nylon are more expensive, but the 
improvement in quality is worth it. Gold 
nylon is a synthetic fiber that holds its 
shape well and is more durable than the 
cheaper camel hair. The camel hair 
wouldn't be sufficient for serious minia¬ 
tures painters, but do work well for paint¬ 
ing terrain and large models. The nylon is 


also more useful for small applications 
than the camel hair and the flow is more 

consistent. 

Strengths — Metallics and flesh tones 
are exceptional, huge selection of quality 
paints, good synthetic brushes, 

Chessex Magic Wand Paints 

The Dragon Colours, Dragon Met¬ 
als, and Dragon Stains make up a 
whole line of paints from Chessex. This is 
a relatively new line, when you consider 
the years that some of the other makers 
have been around, but it is definitely wor¬ 
thy of note. 

The line contains dozens of colors, with 
the metallic line adding some incredible 
shades. The stains are inks that can be 
used full strength or diluted, for special 
effects. The paints range from bright, vivid 
colors to more muted, medieval colors. 

Consistency is variable, due partially to 
the differing types of paint. The stains are 
thin, spreading like water, while the 
paints are thicker, about the same as the 
Armory paints in consistency. The metals 
lie somewhere between. 

Coverage was good with the paints 1 
toyed with. The lighter colors (such as yel¬ 
low) are about average in coverage, so a 
couple of coats will be required to opaque 
the undercoat. You may want to dilute the 
colors, though the metals don’t need it. 

While the paints are good quality and 
perform very well, I was most impressed 
with the stains, which apply like high 
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Citadel Paints and Brushes 


quality inks, not poor imitations. The 
stains have a wide range as well. 

Dilute them for a glazed look but keep 
them full strength for use in detailing and 
deep shading. 

A couple of the bottles 1 have were 
mismarked (a colour was labeled a wash 
and a metallic was labelled a colour), but 
that's just a minor production glitch. You 
can easily recognize metals from the sil¬ 
very layer of pigment at the bottom of the 
bottle before you mix it. You can also rec¬ 
ognize stains and washes by the liquidy 
slosh when you shake the bottle. 

The various Dragon paints are also 
available in sets of various size and pur¬ 
pose. To the best of my knowledge, there 
are no brushes in this line. 

Strengths — Large selection of washes 
and stains, great variety of metallics, good 
quality paints. 

Citadel Paints 

Citade/ recently released a whole new 
line of paints, with higher quality and 
more vivid colors. Most commonly found 
in sets, at least so far, they include a 
Basic set, High Elves, Orks and Gob¬ 
lins, and a growing list of others. The 
entire line will likely be available individu¬ 
ally in the near future. 

The set includes some colors of 
astounding beauty and brightness. A 
selection of vivid primary colors, such as 
ruby red and lightning bolt blue, ensure 
some eye catching choices when you plan 
your color schemes. 


Metallics are included in the line, but 
IVe only seen a couple and can't really 
comment on them. The current Citade/ 
paint list shows 12 metallics and 18 
washes and glazes. 

The consistency is a little thick, but the 
paints can be used either straight out of 
the bottle or diluted with a bit of water. 
The dilution gives better flow from the 
brush but slightly tighter coverage. This 
really only impacts light colors, such as 
Sunburst Yellow. 

Diluting for a wash resulted in an even 
shade without clotting. Light applications 
of wash turned out great. Highlighting 


works best if you dilute the color with a 
bit of water. 

Citadel brushes appear to be sable. The 
brushes are high quality and keep their 
shape well when properly cared for (a 
must for all brushes). My only objection is 
that the brushes aren't marked with stan¬ 
dard sizes, just 'Detail Brush 1 , ‘Small Dry¬ 
brush', etc. If you are used to brush sizes 
and think in those terms, the brush names 
are rather like renaming your golf irons 
‘'really far”, "medium far”, “kinda far”, 
etc. But if you can look at a brush and 
decide if it suits your purpose, the names 
shouldn’t cause you any problems at aU. 

The brushes all worked very well and 
had excellent flow. I didn't always use 
them as the label suggested, but that's a 
matter of personal interpretations. My 
small drybrush requirements demand 
something smaller than the 'Small Dry¬ 
brush’, though the brush did come in use¬ 
ful for many dry brushing needs. 

Strengths — Vivid colors, quality 
paints, good brushes. 

Daler-Rowney Cryla Paints 

Daler-Rowney is the manufacturer of 
Cryla tube acrylics, among many other art 
supplies. You might ask why tube paints 
were included in this article. The reason is 
this — they are a great value. They come 
in a very thick consistency, like tooth¬ 
paste, so dilution is required for miniature 
painting purposes, but they last nearly for¬ 
ever. 



Liquitex Tube Faints, Daler-Rowney Tube Paints, Robert Simmons Brushes 
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It’s fun or it’s free! 

We’re the leading international magazine ot the amazing hobby of 
play-by-mail (PBM), America’s subtlest, most challenging gaming 
experience. We’re out to entrap you. To further our evil plans, we’ve 
worked on producing an offer that even a battle-hardened veteran will 
hesitate to refuse. 
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Quite simply, we guarantee that you’ll enjoy it, or that it will cost you 
nothing. This is how it works. Take out a $19.99 subscription to 

FLAGSHIP. We’ll send you: 

(a) Your first issue, showing you 
just how PBM games work, and 
reviewing the latest offerings 

(b) A coupon worth $20 in any of 
dozens of different games, with a 
description of each to help you 
choose. 

We hope you’ll enjoy the issue 
and you’ll like the look of your first 
game. Then you’ve got a whole 
new games hobby to explore, and 
our fiendish plot has succeeded. 

But what if you don’t enjoy it? Just 
call or send us a postcard within a 
month to cancel, and we’ll return 

your$19.99.it’sas simple as that. 

1 |' 

Why not try it? Send $19.99 to FLAGSHIP, Shadis offer, RR2, Box 
402, Dahlonegaj G A 30533-9619 - or call (706) 864-4016 (Visa and 

Mastercard welcome) today! 
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[European readers: send £10 to FLAGSHIP, Shadis offer, PO Box 
1733, Birmingham B20 2PP U.K. for the equivalent Euro-offer!] 
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Global Games Color-Drop Paints 


While l don't often use them for minia¬ 
tures painting (at least not small figures}, 
because getting the right consistency for 
25mm painting is a tricky feat, they are 
invaluable when I paint terrain or table 
top environs. Tube acrylics are also per¬ 
fect for larger figures, like dragons. 

Though they come very thick, the pig¬ 
ment size is comparable to those paints tra¬ 
ditionally used in miniatures painting, so 

dilutions produce expected results. Diluting 
for wash yields uniform, soft shades of 
color that apply evenly. Coverage is good 
at the right consistency and you can even 
get some effective textures at full strength. 

In addition to paints and other artist 
mediums, Dafer-Roumey manufactures 
the Robert Simmons brand of artist 
brushes. They have everything from quali¬ 
ty camel hair brushes to red sable to 
white sable (a synthetic fibre). They may 
run a quarter or two more, but there is no 
doubting the quality. 

The flow of paint from the brushes I 
tested, the Craft Painter, the Aquatip, 
the Hobby Brush, and the White 
Sable, was exceptional. The brushes 
kept their shape despite prolonged usage 
with all consistencies of paint, 

I was very impressed with the Robert 
Simmons brushes, though I was particu¬ 
larly partial to the Hobby Brush and 
Aquatip, favoring the oversized handle 
for better control. While the Craft 
Painter is meant for water color, it still 
performs well with acrylic. 


Strengths — Good selection of quality 
paints, inexpensive (in the long run), 
excellent brush lines, 

A 

Floquil/PoUy S Paints 

Recognizably the grandaddy of all 
miniatures paints, Polly S has been 
around as long as I can remember. 
Because of the longevity of the line, it has 
about every color imaginable, with special 
lines for Fantasy colors and Metallics. 

Floquil makes spray primers in a vari¬ 
ety of colors and spray finishes to protect 
your painted figures. Floquil has a ‘dead 


flat’ matt finish that is true matt: no traces 
of gloss at all. For special effects, you 
might use the matt finish to coat a figure 
and then use a brush-on semi-gloss finish 
to touch up things that you want to appear 
wet or polished. It works great. 

Polly $ extensive line of metallics 
includes many colors you won't see any- 
where else (such as Oxidized Aluminum 
and Graphite). Are these colors really dis¬ 
tinctive, you ask? Yes. 

The effect that I got when 1 used Oxi¬ 
dized Aluminum as a base, washed with 
diluted black, then drybrushed with 
Pewter, could not possibly be done with 
silver, chainmail, or other typical fantasy 
colors. The effect was quite unique. 

The consistency of the Polly S paints 
is what J would consider the standard. That 
is to say, it comes in the consistency that 
most painters use, or to which you might 
dilute thicker paints. As such, no dilution is 
required to use the paint, it may be used 
right out of the bottle (until time passes 
and the paint begins to thicken, as all 
paints will). 

Coverage is very good for all but the 
lightest paints (the typical problems being 
white and yellow). The medium and darker 
paints make great one-coat base paints. 
Dilutions produce even shades of wash 
with no tendency to clump. The wash 
applies well with no grainy look. 

Highlighting is no problem either, 
though a little dilution will keep down 
chances of successive dry brushing creating 

a grainy texture. 

Boy do F/oqui/ brushes take a beating! I 
used a Golden Fox #1 brush for hours of 
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painting (in excess of 30) without any 
notable change in the brushes shape or 
flow, 1 was pleasantly surprised at the stay¬ 
ing power and will definitely be adding 
more Floquii brushes to my supplies. 

Strengths — Huge selection of high 
quality paints, large line of metal lies, great 
brushes, excellent matt finish. 

Global Games Color Drop System 

The Color Drop system is brand new 
from G/obo/. In fact, as 1 write this, it 
won t be released for another month or 
two. They were kind enough to send a few 

samples from their upcoming initial release 
to see how they did in this study. 

One of the major differences between 
Color Drop paints and the others is that 
they come in a dropper bottle. The advan¬ 
tage of the bottle is that painters can more 
easily mix paints and remember how they 
did it (2 drops red, 1 drop blue, etc,). The 
lid can also come off if you want more 
than a drop or two. 

The paints are slightly different from 
other paints, which might explain the 
gelatinous consistency. Without knowing 
what that difference is, 1 have noted that it 
adheres like few other paints. Using a 
diluted black paint as a black-wash, often 
used to bring out the detail of bare-metal 
figures, the results were some of the best 
hve seen. There are no brushes available 
in this line, that I know of. 

Strengths — quality paints, high adher¬ 
ence, great wash potential. 

Li quit ex Paints 

Another manufacturer of acrylic paints, 
Liquitex comes in tubes or plastic bottles 
called Concentrated Artist Paints (at 
least they used to). These have the same 
advantages as the Daler-Rowney tube 
acrylics — inexpensive in the long run, 
good variety of colors, capable of holding 
texture. 

Liquitex is easily accessible at art or 
craft stores. The consistency is like tooth¬ 
paste and will have to be diluted before use. 
Be careful of the consistency for small fig¬ 
ures, at least with the tube paint — the bot¬ 
tles are fine with a little dilution. The tubes 
are great for terrain and large figures. 

Works great for washes and can be used 
for highlighting if diluted to the proper con¬ 
sistency. They also have a paint retardant 
that will slow the drying time of acrylics, 
allowing you to blend as if using oils. Liqui¬ 
tex also makes brushes, from sable to syn¬ 
thetic, in a wide selection. 

Strengths — Good selection of quality 
paints, inexpensive, good brushes. 


New Perspectives 



Ral Partha Paints & Brushes with Ral Partha’s Female Shaman Figure 


Ral Partha Paints 

In addition to a huge line of paints, 
including metallics, Ral Partha makes 
spray primer, brush primer, and clear 
spray finish. They also have a small line of 
brushes. 

The consistency is a bit thick, like 
Armory and Citadel paints, but they may 
be used without dilution. Dilution for wash 
resulted in an even color that produced 
good results. Dilute before drybrushing, as 
with the other thick paints. Successive lay¬ 
ers of highlighting turned out very well 
after diluting the paint a little. 

The brushes are synthetic and have 
good flow. They also hold up well to con¬ 
stant usage, holding their shape. As far as 
I know, their brush line only consists of 
rounds and flats, ranging from 5/0 to 1, 
except the flats which include #3. 

Strengths — Huge range of quality 
paints, including a good selection of 
metallics, good brushes. 

Summary 

Armory paints have come a long way in 
the last 5 or ten years also. I was always 
impressed with the metallics and some of the 
specialty paints, like fluorescent, silks & 
satins, etc, but the basic line wasn't consistent 
in Its quality. Now that stigma is gone. 

Ultimately, my recommendation comes to 
this: Get a couple paints from a few brands, 
and in varying colors, then take them home 
and use them. Start with primary colors and 
one or two metallics, not a bunch of specialty 
paints that you'll only use once in a while. 
Make sure you get at least a couple Polly S 


paints, if for no other reason than to gauge 
the consistency of your other paints. 

As for brushes, you can’t really do the 
same thing. They're just too darned expen¬ 
sive to go out and buy a dozen or so for test¬ 
ing. I would suggest that you buy 4 brushes 
initially - two sable brushes and two synthetic. 

After painting with those brushes for a 
while, you will develop a preference for one 
or the other. Then you can go out and buy 
half a dozen of that material from a couple 
manufacturers and in varying sizes. Eventually 
you will build up a range of brushes from a 
couple of your favorite manufacturers. 

At a minimum you'll need a 5/0, 3/0, 0, 
and #2. A #1 is helpful but you can add it as 
your selection grows. When your brushes 
start to wear out, you can use them as dry- 
brushes. 

Alderae Entertainment Group (you 
know them as the publishers of SHAD/5) 
and I are in the process of producing a series 
called The Miniatures Hobbyist. This 
series of books will address many facets of 
the miniatures hobby, from miniatures paint¬ 
ing to terrain building to gaming scenarios. 
The first of the series will be available in May 
and will address miniatures painting for the 
novice painter. The purpose of the series is 
to provide easy to read and follow guides 
that help you improve your skills, in paint¬ 
ing, modeling, and gaming, as much as 
you’d like. 

As always, you can write with your ques¬ 
tions or comments to: New Perspectives, 
P.O. Box 9, Murrieta, CA 92562. □ 
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The Market’s Open 


The Market Platz is a meet¬ 
ing place where readers pass 
along information, barter, trade 
and gossip. Readers are invited 
to place classified ads, announce 
group meetings, seek out other 
players, etc. 

Subscribers may place classi¬ 
fied ads free of charge with a 
limit of one ad per issue and a 
maximum of twenty-five words. 
Non-subscribers can place ads 
for 254 per word with a limit of 
twenty-five words. 

Convention announcements, 
group meetings and public ser¬ 
vice notices can be placed free 
of charge, 

Ads will be placed on a first- 
comedirst-served basis, with 
subscribers having priority. 


Classifieds 


Wanted: 

Copy of Escape from Cold Hz 

(version with wooden pieces!) 

Also looking for GREAT 
ESCAPE board game. Contact 
Editor at SHADIS address. 


Wanted: 

Finieous Fingers miniatures set. 
Write Ken Carpenter P.O, Box 
9, Murrieta, CA 92562 with 

price. 


Missy, 

Walk like an Egyptian! Oo-wee- 
qq! Can t wait to see you again! 

One-tin-soldier 


Hey Amber! 

Heard you've been under the 
weather - get well soon. 

Will see you soon - well have 
lots to talk about, I'm sure. 

Love Daddy 


“Like a Rock Sheri!!!” 


Marlboro Girl 

Still strumming that guitar and 
snapping strings, I'm not giving 
up yet - ‘Jimmy Cradced Corn * 
by summer or BUST!! See you 
soon! Hugs & Kisses 

Quickdraw 


Want to publish your own games? 
Find answers to your questions in 
this booklet; The Facts About 
RPG Publishing* Send check for 
$10 to Storm Press, POB 266, 
Arl Hts. IL 6006-0266 


Horror/Weird Fantew Gaming PuUitatbn 
Serendipity 1 ® Circle 
12345 Lake Gty Way N.E. Stite 147 
Seattle* WA 98125 
Sample copy; $1.50 
Make checks payable to 

WHEEAUTY PRODUCTIONS 


MOBI-Con '95 June 9* 10, 11 

Comics, SF, Fantasy, and gaming con¬ 
vention. At the Holiday Inn Downtown, 
Mobile, AL. LARP Vampire with Sam 
Chupp! Also: Margaret Weis, Don Per¬ 
rin. Douglas Niles. For more info: 
POBox 161257, Mobile, AL 36166, 


RJ.P* Joe Genera 

The average gladiator gave his all in the 
OrcCon Dud masters tournament. His 
average stats, average weapon, and aver¬ 
age style made him an average crowd 
favorite His average record: 2 — 2. 



Bri & Andy, 

Good luck with the move and 
house-hunting! Make sure there's a 
yellow-bricked road nearby so 1 
can find you all. 

Wiz of Oz 


Valley Girl, 

I d stop the world and melt with 
you. See you in a few months. 


WANTED 

Writers/Artists 

Myrmidon Press (ManHunter™) is 
looking for talented people. 
Write to P,0, Box 1374 Royal 
Oak, Ml 48068 for more details* 


Jagermeister Queen, 

See you in New Orleans. 


Jokeman 



I’ve been ordered 
to cut away some fat and gristle 
from this here rag — but to be 
honest, I’m not quite sure where 
to start. You see, I never was a 
good reader — but hey, you don't 
want to hear my sad story, 

I The long and short of it is, I value 
my job here at SHADIS. I mean, I 
get to eat what I put 
to the axe and all. 

But, what if I cut away some good 
morsel or juicy tidbit? 

Oh my, that just wouldn't do* 

Yd lose my job fer sure. 

TeU you what, why don't you 
write to me and tell me what 
should be axed from 
future issues of SHADIS? 

I need a yay or nay vote on the 
following items — hurry, 
or it may be too late. 

Keep Eat 

□ □ BRIGHT FUTURE 

□ □ SHADIS Interrogations 

□ □ Play-By-Mail 

□ □ Others ?? 
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T he culmination of over 15 years of 
extensive design and player testing, 
in print for the very first time; 

3ka'Hfc?^fc , i'! I\l’ turns 

A new dimension in fantasy role playing 
for the truly sophistic aletl and discerning 
gamer. The fantasy RPG that will shaller lhe 
status quo of role playing! 

A ll that players and game masters need 
to play, adventure and explore in the 
Shattered Realms tomes complete in one 
book — all except lor the dke dial will deter¬ 
mine their destiny, of course! 

E xplore a ric.ii and detailed universe come 
to life, A universe consisting of a myriad of 
worlds orbiting a central sun and two moons ... 
Worlds, some of which are merely small, unex¬ 
plored chunks ol roc k to worlds whic h hold 
continents brimming with their own peoples, 
civilizations and histories ... not all of them human. 
Worlds whose origins really are shrouded in 
mystery and lost in the mists of lime. 

Features: 

* Keflex game system; a realistic, yet smooth 
and playable game system for rote playing. 

* Customizable for a wide range of t ampaign 
styles from haclwmd-slash dungeon < raw Is 
to sophisticated politic al, military and reli¬ 
gious intrigue and conquests* 

* Complete flexibility in combat, magic, 
mysticism and ps'ionic s. A realist it skill 
based system dial allows full flexibility ill 
character conception and development, 

■ 32 fully developed player character rac es 
with differentiation between the sexes tin 
effect, 64 races to choose from), and 
including several races never before seen 
in fantasy role playing. 
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* 23 interesting deities, and in excess of 
30 beasts and monsters. 

* Extensive listing of skills, armor and 
weapons, including blue k powder firearms. 


We invite you to delve into the worlds of the Shattered 
Realms 1 ' 1 . 


* Advice to the GM: how to learn she game 
system and set up a variety ol campaigns, 

* numerous worked out examples of character 
generation, skills and adventuring, combat 
and magic* 

* Flayer and game master iGM) aids: 
character sheets, standard racial sheets 
fo r ge n crating M PC \s, 

* Introductory scenario and a stalling point 

for the development ol campaigns. 

Ages 12 to Adult 
Stock bo. 1000 


Contact ns for further information and your local retailer or 

h-r 


distributor to arrange your order. First run quantities will be limited! 


TeE (416)510-8482 
Fax, (416) 510 - 8483 
Internet E-mail: cyberrb" io.org 


( ybci Realms, Inc .. 49-6A The Domvay Wesl, 

Suili- 404. I>on Mills, Ontario M3C1 2VJi r 

Canada 

C yhCiKisilms. lu t k v Shattered Realms and 
Ilk: Cytki Realms logo arc trademarks ol 
CybcrKcalms, Inc. All rights reserved. 
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Boretfflak the Mighty Bolt Lobber finds himself 
trapped in a dead-end as the Bohemian Undead 
dose In for the Mil, when suddenly— 
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WOW! XOU WERE R16HT, FREPf THAT 
WAS MUCH EASIER THAN 60W6 ALL 
THE WAX BACK 


CHAftLY! 

FRED! 

ARE YOU A 
SI6HT FOR 
SORE EXES! 


•:\ 



HOWTVA LKE THAT? WE 
SEEN BOREDFL/K FOR 


I JUST NEED TO 
BORROW THIS A 
MINUTE. THANKS. 
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WHAT US 
MAX IS. 
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BOX, THE/ SURE PONT 
MAKE PLASMA SUNS LKE 
THEX USS? TO_ 





IMMRIT 


WITH 


rweo&nu 


UH OH THW6S 
DON'T LOOK 6000, MX 
FRIENDS. rVE JUST FOUND 
OUT THAT SAF*tC IS 
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i/ AU. RI6HT, yOU! ^ 

/STAND BACK! ! KNOW 

AKI-vMT SO, T AE-K WON-DQ, 
PENT4AK SLAT, AND Ek&H" 
k OTHER FOREJ6N 
|v WORDS' ^ 


'^PARDONEZ-MOI,^' 

MseuR, avez-vous 


GAAH! 


FROM THIS 
TKX I KNOW 
OVES ANO £ 
_ CAN O 


r OH NO. I CANT BE^> 
SURF’RISED, THAT WAS 
.JUST, ER, REFLEX, 

^ MX NAME'S V 

Nieovs. fM A HUMANS 

THKF. AND, UM, WHO ) 
M16HT XOU BE? / 


JACCLUELlNE I AM 

OF THE 6ALAMAT1AS 
CLAN, BREVET RANK, 
UNDER THE AMPH60RJ. 


OH, OF COURSE YOU ARE 
SORRY, BUT WHAT RACE 
OD YOU &M YOU WERE? 
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DO /OU HAVE A 


THAT 


AftOUT TO 


UfiMT 


*OV OUR KM/ HAS FORGOTTEN THE 
A* & THE/ HAVE 5EC0K5 SLOTHFUL AM) 
EASLF ENRAPTURED 6/ T HE VUE 
[PEATS PERPETRATE? 5/ THE VER/ 
S WE 0W1E SWORE TO ^VK.6€ 
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HOW FAR DOES JOE HAVE 

TO FALL TO GET KILLED? 

In other words, these arc the distances calculated from each 
game system of giving die Average Person an instant fatality at 
feast 95 % of the time. Where applicable, discrete variables have 
been converted to continuous distances based on probability— 
LE,* we got decimals. 

ADVANCED DUNGEONS r. 
DRAGONS CTSRV 9 FEET 

CALL OF CTHULU (CHAOSIUM> 

2? FEET 

CHAMPIONS (HERO 6AMES)t 

FEET 

GURPS (STEVE JACKSON 6AMES> 






mve 


TRAVEU.E& NEW ERA <6DW> 

feet 

VAMPIRE (WHITE WOLF* 

70 FEET 

"UNDER THE "QUICK KILL" RULES, THIS DISTANCE 
IS ONLX 9 FEET. 


THERE IS MORE 
THAN ONE . . . 

In legacy; War of Ages 
lack Gale Publishing), 
Hng damage is 
considered “casual/’ 
Even a low-lander like 
Joe cannot be killed by 
die maximum damage 
from falling. 


BSD KXJR KNEES! 

In Champions, Joe can 
"push" his strength and try 
to land on his feet, if he's 
alert, he has a 95% chance 
of taking no lasting damage 
from a 15-foot drop. 

In Traveller, he can use his 

S ’lity and have a 95% of 
ing no damage from a 
21-foot drop. 


UGH. WHAT A MESS 

In GURPS, falling onto another person 
is considered to be a “soft landing.” If 
Joe plummets 60 feet, but lands on 
another person, he has 20% chance of 
taking no damage at all. The hapless 
person he falls on, however, has a 95% 
chance of bang crushed to death. 


r JGenero3aol.com 


JOE IS SURFINS THE INTERNET 
HE WANTS TO HEAR FROM 
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Knights of the Dinner Table™ BY JOLLY B. BLACKBURN © 1994 
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B.A HAS JOST 


POT THE FINISHING 


TOUCHES ON HIS NEW 


OK GUYS. THE BUT THING ABOUT 
HACK MASTER IS THAT CHARACTER 
TATS ARE ACTUALLY BASEP ON THE REAL 
LIFE TRAITS OF THE OWNING PLAYER. 


REAL LIFE 
TRAITS??? 

WHAT IN THE HELL ARE 
YOU TALKING ABOUT?? 


COOL' I'VE HEARP ABOUT 
SYSTEMS ATTEMPT TO BASE 


HOME-BREWED ROLE- 


PLAYING GAME. 


HACKMASTER/ 


HE PROUDLY UNVEILS 


HIS NEW GAME TO 


HIS PLAYERS.... 


CHARACTER STATS BASEP ON MY APPROXIMATIONS OF 
EACH OF YOUR RELATIVE STRENGTHS ANP ATTRIBUTES. 


FOR EXAMPLE YOUR CHARACTER, 
BOB, HAS A STRENGTH OF +, ANP 
INTELLIGENCE OF % ANP A . 


TWENTY. TO CONTINUE, | HAVE YOU 
POWN FOR A WISPOM OF S ANP... 


WHERE IN THE HELL PO YOU GET OFF 
GIVING ME A FOUR?? 


FOUR?? A 

STRENGTH OF 
FOUR?? WHAT'S 
THE MAX? t 


OH COME ON BOB. PON'T YOU THINK BA'S BEING 
A LITTLE GENEROUS?? AFTER ALL, I THINK A FOUR 
STRENGTH IS A FAR STRETCH AT ANY RATE. 


YOU WORKEP OUT BOB? 


ON YEAH'' WELL IF I'M 


WHAT ARE YOU TALKING ABOUT? 


THAT TIME YOU SIGNEP UP 


WITH A FOUR STRENGTH, I 
THINK PAVE SHOULP GET A 


MER - REMEMBER? I AM 

TOO STRONG" 


BECAUSE YOU 


ANP BRIAN SHOULP GET AN 
OBNOXIOUS RATING OF 

TWENTY" 


YOU TRYING SAY I'M SHJPIP OR 
SOMETHING?? NUN CUES AIL" 


WEAR IT 

NUMB-PICE/ 


OBNOXIOUS?? 


UH OH 

TROUBLE'S 

BREWIN'. 

\ 


YOUR FACE YOU STINK IN' 
LITTLE PUKE. 


-nit sniiBjtT N. 

W^LLi TV! t COMPAT 
h. PORTION OF THE GAME 

CEElAQ TA BE DEAi 
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"And it shall come to 
the lord shall punish 
ones that are on higf 

earth upon 
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Distributor and dealer inquiries 


or 
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Heresy Kingdom Come is Last Unicorn Games 1 trademark foi its collectible trading 
card game of fallen angels, virtual prophets and chromeopathic dreamwalkers, all 
ugglmq to achieve Re-ascension amidst the Ruin of a Decaying Matux and a Forsaken 














™ is designed to ie played by itself, op as 

d jxpansion for Magic: The Bathering™ ^HjH 

Ice Age iad Magic; the Gathering are trademarks of Munis of the Coast, Inc, 
s of the Coast is i registered trademark. Illustration by Rob Alexander, §1995. 
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